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Lucky you! Nintendo Power magazine is offering 


an extra COOL holiday special. Give a one-year 
subscription to a friend at the regular price of 
$19.95*, and you can get yourself a subscription 
for a mere five bucks! [That’s a whole year of 
Nintendo Power for the price of a single issue at 
the newsstand!] And, for being such a generous person, 
we’ll send you a FREE Donkey Kong Country 3 Player’s 
Guide—an $11 value! [Which you can give as a gift, 


or keep for yourself—we won’t tell.] 


Then you and your friend will enjoy the inside information that 
Nintendo Power is known for. Stuff like tips and tricks. Maps and moves. 
Secret codes and strategies. Both of you will get the latest news about 
NINTENDO 64®—the newest, most exciting video game system ever created. 
And all the previews and reviews of games 


for Super NES and Game Boy. 


Just call 1-800-255-3700 to subscribe. or send in 
the order card. Don’t wait, if you miss this offer, you’1l 
have to give your friend a slice of Aunt Helen’s Fruit 


Cake. And you can’t afford that kind of mistake! 
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around. See for. yourself! 

Turn\to page 24 
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-—_ Strategies and most — 
tantalizing tips ever | | 
for navigating the isles 
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The Name Game ' 


So, nice names guys, 
Mario 64, 

Super Mario Kart 64, 
PilotWings 64, 

Wave Race 64, 

Killer Instinct 64, and the 


list goes on. Yeeeeeesh! I’m 
not really mad but | think 
you guys could at least put 
some effort into the names 
of the games. | mean, ya did 
this when the Super 
Nintendo came out, | can’t 
start to list all the games that 
had the word "Super" in 
front of it. You took a game, 
made a 
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sequel and put 

Super in front of it and/or a 
2 after. Am | the only one 
who doesn’t like this? Don’t 
get me wrong, your system 
is great and I’m sure the 
games are but | would like 
to see more imaginative 
titles. How ‘bout Mario and 
the Mystic Portraits, Mario 
Kart Khaos? That’s what | 
have to say, maybe because 
of this letter we'll get REAL 
titles! 

Matthew McGillivray 

Surrey, B.C., Canada 


So you're saying you 
wouldn’t be in favor of our 
plan to re-name 
the maga- 


> = | recently got 
a chance to play the 
Nintendo 64 at the "World 
of Nintendo dome" at La 
Ronde amusement park in 
Montreal. As a recent grad- 
uate from a prestigious 
engineering school | can 
only say one thing, "Wow!" 
The Nintendo 64 is an 
engineeing feat. Intelligent 
design, smooth game con- 
trol, a rich 


The N is here and hopefully you’ve got it! We’d 
love to hear what you think of the world’s first 
true 64-bit system, its games, and its one-of-a- 


kind controller. Well . . 


environment and great 
stereo sound make the 
Nintendo 64 show-off 
engineering at its best. 
You've made this engineer 
very proud. 
Christian Walzel 
Billerica, Massachusetts 


Just think how the engineers 
who actually designed the 
system feel! 


. what do ya think? 


The End of an Gra? 


After the Super Nintendo 
came out the NES slowly 
and steadily became extinct. 
They stopped making games 
for it and concentrated on 
their new found prize the 
SNES. Do you think it is 
possible for the same thing 
to happen to the SNES now 
that the N64 will be coming 
out or not? The reason | ask 
this is because the main sys- 
tems will be the NIN- 
TENDO 64 (Which is totally 
awesome), the Sega Saturn, 
and the little Playstation. 
Which is similar to when 
the SNES and Sega were 
dominant over the NES. 
Please respond! 

Derrick Zobell 

Orem, Utah 


Naturally, when a new sys- 
tem is released that's where 
the excitement will go. Rest 
assured that we plan to sup- 
port the Super NES with 
software, and so will other 


companies as long as 
enough players want to buy 
their games. 
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Controversy 
I’m writing this letter just to 
say that Player’s Pulse is the 
greatest section in the mag- 
azine. What | really enjoy 
about the section are letters 
like Girls in Video Games 
because we readers are dis- 
cussing a topic that seems 
to be very important 
because many people must 
be writing in about it. 
When people write in 
about stuff similar to Girls 
in Video Games, it makes 
for a section where people 
can talk about other things 
than how cool a video 
game is or how good or 
bad your magazine is. 
Paul Gvildys 
Scarborough, Ontario, 
Canada 


N64 Video 

When | came home from 
school, | saw a video laying 
on the table. It was the No4 
video. | quickly popped the 
tape into my VCR and my 
breath was taken away by 
the incredible graphics!!! 
They looked so real, it was 
hard to believe. | also liked 
the Killer Instinct clips that 
were at the end of the 
video, it’s just like the 
arcade. 

Joy Vajirapinyo 
via the Internet 


LJ Super Mario 
World 2, yeah he was in the 
game, but to be saved. Then 
along came Super Mario 
RPG (big deal, he's in the 
instructions). Now Super 
Mario 64's released, and | 
haven't seen nor heard any- 
thing of Luigi in the game. 
I'll admit it, | thought Luigi 
got in the way while he was 
there, but now that the 
green-hatted plumber is 
gone things just don't seem 
the same. So maybe you 
could let Shigeru Miyamoto 
and his team know there's 
one mistake: WHERE'S 
LUIGI? 

Marc Royster 
Corona, California 


| hate you! Why 
did you have to go and 
make Tetris Attack such an 
addictive game? My brother, 
Avram, and my mom are 
completely addicted to it! | 
don’t want my mom to 
spend any more money, 
because we have to save up 
for the Nintendo 64, and 
she keeps renting it week 
after week! Not only have 
the two beaten it on the 
hardest difficulty level, they 


play each other all day, and 

at night you can hear falling 
blocks! What should | do? 

Julie Vreman 

Beverly Hills, California 


Raney Mario RPG easily retains its place at the top of the Power Charts 


even with the strong entry of Donkey Kong Country 3! Tetris Attack also 
climbs the charts probably due to the strong exposure at Blockbuster 
Video. Stand up and be counted! Make sure to place your vote by 


peabe | in your Player’s Poll Response card at the back of this issue. 
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ARCADE CLASSICS 


ic arcade games are making a big comeback, especially 


ust 


fame Boy. Some players are trying to recapture their glory Gie —_ 
Gays of power play in the arcades, while others are discovering QO SUPER MARIO 64 I 
these simple, yet brilliant, games for the first time. Most play- 
ers Started their game playing careers in the arcade. Write in 2 WAVE RACE 64 3 


and tell us about your most influential arcade game! 


3 STAR WARS:sHapows oF THE EMPI 


1. GALAGA / GALAXIAN 4 PILOTWINGS 64 
2. BATTLEZONE / SUPER BREAKOUT 

3. ASTEROIDS / MISSILE COMMAND 

4. DEFENDER / JOUST 

5. CENTIPEDE / MILLIPEDE 


LETTERS, conrmvep.. 


Compared To What? 


I've seena lot of commer- 
cials for the Playstation and 
Sega Saturn saying how great 
they are in comparison to the 
Super NES, but | haven’t seen 
any regarding their superior- 
ity to the N64. | couldn't 
seem to figure this out, so if 
you have any insights, please 
write me back. 

Brandan Lennox 

via the Internet 


he reason they don’t make 
comparisons is because on 
paper the Playstation’s and 


Saturn’s specs just don’t 


come close to those 1e 
N64. The real test of a sys 
te 

I 


hardware specs, though. It’s 


2m doesn’t come from 


the games that make the 


1. How do you feel 


32 bit software compares to 


64 bit 


Take out the Take 2s 


There is only one thing | 
don’t like about you maga- 
zine. Take 2 reviews! They 
are uninformative and too 
short. | think you should 
replace them with longer 
reviews and bigger maps. 
Peter Lubbs 
via the Internet 


games? 


Rochies Take Mariners 


Volume 85 Grand Prize winner Aaron Martin of 
Durango, Colorado has some news for you: He 
beat Ken Griffey Jr. at his own game. It was only 
one of two Super NES Winning Run matches but 
the eight to nothing score was certainly reason to 
gloat. Griffey clearly had the homefield advantage 
as the games were played on the big screen in the 
Seattle Mariner’s Kingdome, but Aaron hung 
tough and took his Colorado Rockies to victory 
over Griffey’s Mariners. 


KEN GRIFFEY, IR. 
AARON MARTIN 


1-800-255-3700 


1-900-288-0707 
1-900-451-4400 


(1-206-883-9714 ToD) 
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1-206-885-7529 


As we promised you last month, here is the inside scoop on Wave Race 64, the 
most amazing racing game ever seen on land or sea! All the wet and wild details are 
here, including the lowdown on the different riders and courses, and some choice tips 
on performing the various stunts. Grab your gear and go! 


[COURSE RECORD | 


Take on the world’s best JET SKI watercraft jockeys in the surf-churning | , BESTTIME 
Championship mode. Navigate through high-speed slaloms complete with r 
marker buoys, mines, ramps, hairpin turns, sand bars and more. If you 
accumulate enough points in a race, depending on where you place, you 
get to move on; if you don’t, it’s back to the kiddy pool for you! Complete 5 Ee 

each circuit (Normal, Hard and Expert) to open up the next, tougher : TO ADVANCE 
round of racing. The higher you go, the more courses there are per cir- / 


cuit, the more hazardous the races are and the more aggressive your 
opponents become. When you get to the Expert Circuit, you may wish 
you could call fouls! To practice, you can run any open courses in the 
solo Time Trial mode. 
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WAVE RACE 64 


SCORE 


00500 


In the Stunt mode, you don’t have to worry about standings or 
points, and you can just let the artist in you run free. Instead | 
of stressing speed, this mode puts the accent on finesse. | 
The race courses have been modified to include target rings 
instead of slalom buoys, and they've also been equipped 
with extra ramps from which to launch your most spectacular 
stunts. The aim is to complete one lap within a time limit while 
performing as many stunts as possible. Each stunt is worth a certain 
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number of points, and the tougher they are, the more points you'll earn. 
You don’t have to qualify for the next course, but you'll probably want to gath- 
er a few points for bragging rights. 


Of course, no self-respecting racing game would be complete without a Two- 
Player mode, and Wave Race delivers big with real-time, no pop-up, 3-D action! 
A split-screen format allows you and your best 
bud to go head-to-head on all of the regular 
race courses with no interference from those 
pesky, computer-controlled ski slugs. Whether 


e an ee 
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All open Championship courses are available 
in Two-Player mode. 


you have just a friendly competition or an all- 
out bayside brawl in mind, this mode will’sep- 
arate the sharks from the shark bait! 


Ayumi Stewart has good Grip and 
the best. Acceleration of the 
bunch. Beginners will like her and 
can use the Custom option to 
bump up her top speed as they 
gain experience. 


Miles Jeter can turn on a dime, but | 
if you don’t manage the throttle | 
very carefully, he’s also likely to 
spin out. If you like to cut the cor- 
ners, though, he’s your man. 


With average ratings in all areas, 
Ryota Hayami is a good, basic 
choice for riders of all skill levels. a ki 
You can easily tweak his attributes 
to fit your individual style. 


Dave Mariner is slow off the line 
but has the best top. speed. With 
his high Collision Stability, he’s 
also the best choice if you like to 
run interference during a race. 


‘“ 
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The key to the Stunt mode is, of course, mastering the various tricks. Performing 
stunts reduces your speed, and you won’t earn any bonuses for them in the 
Championship or Two-Player modes. It’s sometimes fun to just cut loose as you're 
zipping along, though, if only to “face” your opponents with your masterful handling 
of your JET SKI watercraft! 


With your thumb off the throttle, press Down and 
Up on the joystick to perform a handstand. Hold Up 


to maintain the pose. Once you start any move, you 
can then accelerate. 


To spin around the handlebars, let off the throttle 
and whip the stick around clockwise, 360 degrees. 
To ride the nose of your Jet Ski, hold Down after 
you rotate the stick. Steering gets a little dicey in 
this pose! 


Here's a great stunt combo! Rotate the joystick one 
full turn counterclockwise to stand up on your han- 
dlebars. Now quickly press Up and Down to do a 
back flip. Just don’t try this move as you're going 


over a ramp! 


a 


This is one of the first stunts you should master. Just 
as you hit the air coming off a ramp, quickly press 
Up and Down to flip. The key to performing this 
stunt is speed. 


This is the only stunt that may help you in a racing 
mode. Just as you go airborne, press Down to nose- 
dive. You may be able to cut a big corner some- 
where with this trick. 
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To perform this highly-rated stunt, you must take 
off from a ramp at an angle and twist sideways, | 
so that you can see your profile. When you hit | | 
air, press Up and Down. One of these is worth a 
fat 1,500 points! 
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The best way to finesse a barrel roll is to hold 
Left just as you’re going up a ramp, then snap- 
ping the stick to the right once you're airborne. 
You can also do this in reverse. 


Besides knowing your riders and their attributes, you’llvalso 
have to become intimately familiar with the various.courses if 
you want to win, and that’s where. this»next segment of the 
review comes in. We'll'discuss the major features and hazards 
for each course, and we may even throw. inva few insider-only 
tips for good measure! 


: Dolphin Park is available as a practice area for the Championship 
j . mode and as the first course in the Stunt mode. The water is gen- 
erally placid, but there are a few breakers here and 


Ring, Wrang | e there to keep you on your toes. 


arm Up mode, the lagoons are wide open except for two LO) 
but in Stunt mode, there’s a short course circling the 


‘island. The rings will look like.a simple ™O000m: 6 

challenge, but that’s before you hit the oe e \ 

incoming tide. Try to ride along the) = are i 
é 


crests of the waves rather than hop F _ 


across them. This saves time and gives | 
you better control. i = 


Ramp Rumble 2 1 


The waves are roughest near the last two rings._ | 
and ramp. Another tactic you can use to deal 
with rough seas is to press Down to cut 
through a wave. This slows you down a bit, j 
but you lose a lot more momentum when you 
jump over waves. Always let off the stick 
quickly because you can’t turn as easily while 
your nose is digging in. 
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The Championship mode begins on the Sunny Beach course, 
which is strewn throughout with slalom buoys. The buoys are 
equipped with arrows that tell you whether to pass on the left 
or the right. If you miss a buoy, your engine power will be 
reduced temporarily. If you miss too many, you'll be disquali- 
fied and end the race with no points. 


This simple oval is ideal for perfecting 
your cornering technique, which feels 
vastly different from rider to rider. Try to. } « , i" 
take the hairpins right at the boundary 
line between the shallow water (where 
you can still see the sand) and the darker, 


e 
deeper water beyond. If you take the . 
oe > i Sores i 5 3 © OFd59 RAVER me peel ST il 
turns too wide, the incoming waves will | ‘ j 
a a {. B55) x P@ If you take the turns too high, the sand 
napehy Oratory Be Dx456 SRG Be Set St} will slow you down drastically. 


The surf at the Sunset Bay course is a bit rougher, and the bright 
colors can make it hard to pick out the slalom buoys. The 
buoys are also closer together, so try to line them up so you can 
swoop past them just by making small course corrections. If 
you take the wrong angle or wait too long to turn, you'll waste 
time making wide turns. 


As you progress through the various cir- 
cuits, the courses become more complex 
and hazardous. In the Hard and Expert cir- 
cuits, the waves around the buoys on this 
course become particularly treacherous, 
and it will be harder to hold a steady 
course. Practice cutting through waves 
rather than jumping them. If you’re careful, 
you can actually ride a breaker between 
the buoys just past the second turn. 


Aramp is added to this course in the 
advanced circuits. You can’t take the jump 
straight on, since you have to make a slalom as you land, but try to jump to the 
left at as shallow an angle as possible. Turn slightly to the right while in the air 
and gun it just as you land to make the turn and avoid hitting the wall. 
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Drake Lake is often shrouded in a robe of thick, white fog, 
which will drastically cut visibility during the first two laps of 
the race. Before you start, the announcer tells you to, “Watch 
the signal.” In fact, if you hit the throttle just as the signal light 
turns green, you'll get a two-second turbo boost! This trick 
works for any course. 
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Drake Lake’s glassy surface affords you a 
smooth ride, but it will exaggerate all move- 
ments. This makes it especially difficult to 
negotiate the buoys among the pylons. Swing 
wide to the right to see the line between 
them. Opponents often get hung up here, too, 
especially in the tougher circuits. If you save 
your “misses” for the last lap, you can just 
bypass the slalom and maybe jump ahead. 


The surf at Marine Fortress is so choppy, you'll be constantly 
hitting air if you’re not careful. The water is especially rough 
just before the turns, and-trying to take a tight corner as you 
land is sure to slow you down. Multiple-jumps will also cut 
your speed way down, so, once again, concentrate on slicing 
through the waves. 


1357 
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There are several crates littering the course, and hitting one will topple you off your 
mount. Steer wide of the first pair. The water to the left is actually calmer, so you can 
get past the crates much faster, and you won't run the risk of being thrown into one. 
In the higher circuits, a shortcut will open up after the first lap. Use very shallow bes 

maneuvers in the channel or you'll hit a wall. ss it 


SEs 


You can sometimes jump over the sea wall, but it’s 

much more likely that you'll wipe out on it. Another 

trick to use on this course is, if you do go airborne, 

to make a shallow dive on landing. You'll still lose 

speed, but your recovery and acceleration will be - 
much quicker thanif you just let yourself bounce 

around on the surface. 
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The surf report for Port Blue reads much like the one for Marine 
Fortress. While there’s not much in the way of slaloms, the 


course squeezes through short, sharp passages and right up 
against the side of a ship. A short cut opens up after the first lap 
in the Hard circuit, and in the Expert circuit, that’s the only path 
available. 


As you emerge from the tunnel and hit the slalom 
right next to the ship, the waves will try to slam 
you into the hull. Cut the throttle for just a 
second as you swing around the first buoy. 
On the Normal circuit, skip the ramp if 


possible. You get too much air if you 
hit it, and your opponents almost 


always pass you on that last turn. 


| 
| 


Once you complete the Normal circuit, the Twilight City 
course becomes available in the Hard mode. This course loops 
through a system of canals and out onto open water. The water 
changes from glassy along the inland channels to choppy after 
you emerge from the tunnel beneath the house. The last few 
city-side slaloms are particularly tight. 


In the Hard circuit, you must use the 
first ramp to take a short cut. In the 
Expert circuit, the tunnel beyond has 
been blocked off, but you can dive 
under the wall. Most of the other 
ramps are either hazardous (the sec- 
ond one aims you right at a wall 
unless you jump towards the left), or 


“Va S S "7 C e 
they just slow you down, so avoid MISS 2 eee. POWER 
them and the mines around them if 
After you emerge from under the house or come 
around the outside turn, you can cut this corner 
and go over the sand bar. You can keep up some 
of your speed even on sand, and you'll set your- 


self up for a better angle on the next slalom. 


you can. The only exception is ramp 


number four, which you must use to 
jump a pier. 
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When the Expert circuit becomes available, so does the 
imposing Glacier Coast. The mini-icebergs will knock you 
off your JET SKI watercraft if you hit them at full speed, but 
if you ease off the throttle before impact, you may be able 
to hang on. You'll still stop cold, but it won’t take as long 


for you to recover and get back up to speed. 
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Turn one takes you through a channel 
between the two icebergs. Just before 
turn two, there’s a cut to the left and a 
wide patch of ice to the right. Take a 
wide turn to the left, aim your Jet Ski 
to the right to cut the corner as close 
to the wall as possible, then punch it. 
Don’t try to steer on the ice, and ease 
off the gas before you hit the water, or 
you'll go flying. This tactic will shave 
precious seconds off your lap. 


is one of our all-time favorites for both the Two-Player and the 


Time Trial modes! 


Just beyond the “signs” is a ramp that 
you can use on the first lap only. Aim 
straight for it at top speed and dive at 
the peak of your jump. You'll dip 
below the walkway and emerge on 
the other side, cutting several sec- 
onds off your lap! On the second 
and third laps, use the other ramp to 
jump over the shipwreck. If your 
angle on the jump is good, you can 
ride the crest of a wave right through 
the next slalom. 


_ 
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Southern Island is the last course on every circuit, and it offers 
a unique and fun challenge: the tide goes out during the race! 
This changes the layout of the course on every lap, forcing you 
to adapt your strategy to the changing conditions. This course 
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Watch your line on the back stretch, 
| especially on the ramp (angle to the left 
| to avoid the wall) and the slalom. 


The receding tide real- 


ly changes the line you 
take past some of the 
buoys. This buoy is a 


practically up on the 
beach by the last lap. 
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In the not so distant future, a heavy carrier bearing powerful nuclear devices experiences a critical melt- 
down. Leaking radiation that killed the carrier's crew now makes it impossible for anyone to regain con- 
trol of the carrier. The on-board auto-pilot has locked the carrier 
on a pre-set path, which happens to run through some of the most 
populated areas of the country. Unfortunately, the slightest jolt 
will result in the detonation of the devices, which are so power- 
ful they may plunge the world into nuclear winter. It’s up to 
Blast Corps, an elite team of high-tech demolition experts, to 
clear a smooth path for the carrier so it can safely transport its 
deadly cargo away from populated areas. The team will then 
have to find six elusive scientists who can prepare a safe deto- 
nation site for the devices. 
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be fun." Agee phal or not, the ‘quot do h 
activity in Blast Corp knockin; hings down. But is it ft 


» WHEN 


OW ALLS COME 


TUMBLIN DOWN! 


So, you get to destroy lots of buildings in Blast Corps. Pretty 
simple, huh? Not with a runaway carrier, loaded with the 
nuclear equivalent of nitro-glycerine, breathing down your 
neck! In each course, your goal is to clear a path for the 
radioactive juggernaut, which means demolishing buildings, 
fences, oil tanks and even windmills. The slightest bump in the 
carrier's path 
will trigger an 
explosion that 
ends the level, 
To help you 
out, a radar 
screen _ indi- 
cates the 
progress of 
the carrier, 


SP VWARINE ee 


and targeting 


arrows will point out the next obstacle you need to clear. In 
the early courses, you can use a single vehicle to smash the 


and switch to the proper vehicle for the job at hand. 

You'll need to find everything in every level in order to suc- 
ceed in your ultimate mission of defusing the nuclear carrier. 
To this end, you can go back into levels you have already fin- 
ished to completely clear the area, and find all the hidden 
items. Altogether, there are over 50 levels in the game, enough 
to keep Blast Corps in the blasting business for quite some 
time. 


» cr & BEARS A BRALVEIVERSES... 


Blast Corps offers a large selection of diggers, each 
possessing awesome destructive power and its own 
unique control scheme. You can use either the ana- 
log Control Stick or the digital Control Pad to steer 


RAM DOZER 


DESTRUCTIVE POWER: B 
SPEED: B 
EASE OF USE: A 


The Ram Dozer is the simplest vehicle in 
the game. You can charge straight 
through most buildings with it. 


~ 


en) 


BACKLASH 


The Backlash dump truck is powerful but 
difficult to control. You have to make it 
power slide so it hits the target with the 
armored rear bed of the truck. Once you 


the diggers (with the Control Pad, the B Button 

is the gas and the A Button is reverse). We've ranked 
the diggers on their destructive power, speed, and 
ease of use based on the preliminary version. 


sions. 


learn how to use it, it rocks! 


DESTRUCTIVE POWER: A 


SPEED: C 


BALLISTA 


The missile bike 
requires ammunition for 
best results. Ammo 
crates are usually scat- 
tered liberally through- 
out the mission, but 
sometimes you have to 
conserve your ammo. 


DESTRUCTIVE POWER: B (D without missiles) 
SPEED: A 


EASE OF USE: C 


} 


SIDE SWIPE 


You'll need jack hammer 
cartridges to use this 
vehicle's hammering 
mechanism. Like the 
Ballista, in some mis- 
sions you'll have to use 
your hammer cartridges 
sparingly. 


DESTRUCTIVE POWER: A (D without jack hammer) 
SPEED: B 
EASE OF USE: B 
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EASE OF USE: D 


DESTRUCTIVE POWER: B (D if not air- 


borne) 
SPEED: A 


SKYFALL 


To effectively destroy things with the 
Skyfall dune buggy, you'll need to get air- 
borne, which can he tricky in some mis- 


EASE OF USE: B 


J-BOMB 


J-Bomb is the easiest walker- 
type vehicle touse. To destroy 
buildings with it, you jet into the 
air and slam down onto your tar- 
get. 


DESTRUCTIVE POWER: A 
SPEED: B 
EASE OF USE: B 


THUNDERFIST PLUS 


Even though this walker only has 
one arm, it makes the most of it. 
Getting a good running start 
before barrel-rolling into your 
target will produce the best 
results. 


DESTRUCTIVE POWER: B 
SPEED: B 
EASE OF USE: C 


CYCLONE SUIT 


The smallest walker-type vehi- 
cle has good power for its size. 
Arunning start will also help 
this walker-type vehicle to cart- 
wheel through buildings. 


DESTRUCTIVE POWER: B 
SPEED: B 
EASE OF USE: C 


HEAVY EX 


© In addition to the heavy diggers, the Blasi I 
-of other construction and demolition eq ment a 
posal. This miscellaneous gear will help you do things lik 


BARGE 
Use the slow moving 
barge, which only 
appears ina few of the 
missions, to bridge 
watery gaps. 


The automobiles are all basically the same in terms of perfor- 
mance with only slightly different handling characteristics. 


BTU 
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TNT CRATE 


You can push the TNT 
Crates with the diggers. 
Slam these into buildings 
for added destructive 
punch. 


POLICE CRUISER 


CUSTOM VAN 


DESTRUCTIVE POWER: E 
SPEED: A 
EASE OF USE: A 


» BPRS EPL] FEUD 


From cities to rural farms, Blast Corps will have to blaze a trail 
through all kinds of terrain. Some structures are tougher to 
break than others, so if at first you don't succeed, try, try again. 
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ThE 


Certain vehicles are also more efficient at destroyi 
structures. 


*» BEEP ALIN EPL FSD 


The key to success with most of the vehicles is to get up some 
speed before you slam into your target. Roads and cleared 
concrete slabs are good terrain for getting a running start. 
Grass and rough terrain will slow down your diggers and make 
it difficult to achieve wrecking velocity. The added traction of 
the soft ground will also make it difficult or impossible to slide. 

You'll want to keep an eye out for small ramps and jumps 
that will allow your wheeled and tracked vehicles to get air- 
borne. This will give these normally earth bound vehicles extra 


In order to grab the gold medal in each mission, you'll need 
to be perfect in several categories. First, you'll have to 
destroy every building. You probably won't be able to do this 
the first time you tackle a mission, since you'll be concentrat- 
ing on the buildings that are actually in the carrier's path. 
You'll have to go through the level again once you've cleared 
the path to knock down all the structures. By leveling all the 
buildings, you'll find all the people hidden in the level, which 
is another requirement for getting the gold. 
Finally, you'll need to activate all the 

RDU's (Radiation 
Dispersal Units) in the 
level. Sometimes 
these are well hid- 


den, 


- 


zh 
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power. 

None of the Blast Corps vehi- 
cles will harm any of the trees 
that dot the landscape. This 
environmentally responsible 
credo can often complicate their 
missions. 


so you'll need to 
drive around and 
look for them. 
(Tedious work, but 
someone's gotta 
do it!) 

Most of the mis- 
sions also have 
Satellite Antennas 
that you must acti- 
vate. If you find these, they will open bonus levels on the 
world map. Although you can restart or exit a level at any 
time, if you do 
anything, you'll 
want to make sure 
that you finish the 
mission by enter- 
ing the Eighteen an 
Wheeler. This will 
save your progress. 


KHONY-LUASE 
= Ti CN MSS yA 004 


oR 
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"There are several different mission ices ‘in Blast Corps. ‘These ge 
challenging 2 as you go on, with more di able. buildings, a faste! 


@ @ 


Find the Satellite Antennas and you'll open bonus levels on the world 
map. Sometimes these just have fun things to do, other times they 


1000000 DANSGI reas Us ‘ p will provide valuable training in handling the many Blast Corps vehi- 
2 MINULES 0 SECONDS 4 cles 


“LAP LEFT! 


CUNGHALDEALLUNS 


HANKS 


As you get the gold medal in each of the different missions, you'll be promoted up 
the ranks in the Blast Corps organization, from Rookie Wrecker, to Decorated 
Damager, to Expert Destroyer and beyond. 


RESCUE THE SCIENTISTS! 
Even after you clear the path for the carrier, raze all the buildings and activate all the RDUs, you'll 
still need to find the six well-hidden scientists in order to arrange for the safe detonation of the 
nuclear devices. These brainy buddies are not going to be easy to locate, and finding them is one 
of the greatest challenges of the game. Overall, it is the f getting a gold medal in every level, 
along with the challenge of finding the six scienti: ls to the depth of game play in Blast 
Corps, making it much more than just a smash. looking forward to giving this game 
Power! 
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Join Dixie Kong 
for a barrelful of Super NES 
monkey business in Donkey 
Kong Country 3: Dixie Kong's 
Double Trouble (DKC 3). Dixie 
must balance babysitting, banana 
collecting and bear bartering as she 
seeks the missing Kongs. 


You'll find a lot that is familiar in DKC 3, along with even more that is not! 
The great play control from the first two games is here, but with alf new ter- 
rain to exercise it in. There are heaps of new obstacles you can climb on, pick 
up and throw, break, bop and barrel through. Of course, several new ani- 
mal friends have been added, including an entire clan of bears ready 
to barter bonus baubles. In DKC 3, you'll have to search the over- 
world map for secret passages in addition to the ones you'll find in the 

action levels. Your old pal, Funky Kong, also has a handful of new 
vehicles in his fleet of rentals that will help you to fully explore Donkey 


Kong Country's surrounding islands. 
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curve ball in'three different challenges. 


You'll bump into the Brothers Bear 
throughout the many _ islands. 

R These bears love to barter 
and will trade Bear Coins 

and other items for a 

variety of merchan- 

dise and services. 

Here's just a sam- 

ple of their wares. 


~ Compete against that champ of chimps, that crusty curmud- 
geon, Cranky Kong, in a contest of skill and chance. You will 
bag bananas‘and Bear Coins if-you can conquer Cranky and his 


SHELL 


Bazaar Bear sells 
seashells by the sea 
shore. Buy the Shell 
here and trade it to acol- 
lector later. 


PATCH 


You'll win this after beat- 
ing Arich, the giant spider. 
A Patch like this would be 
useful for fixing Funky's 
hovercraft. 


Between targets, 
stay towards the cen- 
ter of the screen. 

} That way you'll be in 
the best position to 
toss at the next tar- 
get that pops up. 


SKIS 


You'll get Skis from some 
of the bosses. Someone 
into extreme sports will 
really ape-preciate them. 


FLOWER 


Look for this rare bloom 
outside Cotton Top Cave. 
It may interest someone 
whose hobby is botany. 


For a mere 50 Bear Coins 
you can own this antique 
piece of island history. It 
will be valuable trade bait 
later. 


WRENCH 


You'll have to trade an 
expensive item for the 
Wrench. Use the Wrench 
at Razor Ridge to retrieve 
a Banana Bird. 


TEAM ROLL 


Dixie can ride the 
rolling Kiddy if she 
tosses him against 
a wall first. This is 
no kiddie coaster 
though; you have 
to use it in the 


The titanic toddler, Kiddy Kong, can really throw his weight around. “His power 
moves allow him to smash and bash his way through many island obstacles. 
~ The Kiddy and Dixie team can_reach areas that neither could get to alone. 4 = 
proper places. 


ROLL va eer 


Kiddy can roll like a bowling = 
hall, knocking out H oe 

enemies that CT fie hs 

stand in his way. A 


Roll off the PA ey, — “ 


edge of a plat- 


SMASH 


When 
thrown, 
Kiddy falls 
with great 
force, break- 
ing floors that 
might be weak- 
ened by cracks. 
You can often reach 
Bonus Barrels using 
the Smash. 


form and jump 
to spring far- 
ther than 
usual. 
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“Discovered by some of ~ 


WHEELS 
pi first explorers of TDEL 


7) 
ass ee ee : 
‘a relativel ly peaceful 
area, but that's noth- 
_ing a horde __ of 
“ Kremlings - can't cure! 
"The different challenges —~ 
“here will prepare you~ 
“for the perils ahead. Be sure to use every op 
erxallect and save a all the Bear Coins yo 
= = Can-- you'll need 
them later. 
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Lakeside Limb 


Use Kiddy to throw Dixie onto the roof of one of 
the buildings at the start of Lakeside Limbo. There 
are 1-up Balloons on each of the rooftops. 


reach the Bonus Barrel below the 
planks, use Dixie to throw Kiddy up 
in the air. Kiddy will come crashing 
down on the hole in the plank and 
clear the way to the Bonus Barrel. 


MORE THAN 

JUST A '"G" 
The letter "G" in K-O-N-G is hid- 
den behind a Booty Bird. Knock 
out the bird with a barrel. If you 
make it to the "No Animal" si 
with Ellie, you'll earn a Bear Coin. 
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"HANG AND 
SPIN 


To reach the bonus area, use 
Dixie to throw Kiddy up to the 
handle. When the door is open, 
use Dixie's Helicopter Spin to 
float from the handle proush 
the door to the Bonus Barr: 


4 BARREL OVER 
To win the DK Coin, get the Steel Barrel on the roof near the ws 
start. Toss it over Koin's head (press Up on the Control Pad as 
you throw) so it rebounds off the wall and hits him in the back. 


\, 
é ee a 
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~ P 
€ ; ENGUARDE! 
The Enguarde Barrel is hidden beneath the wharf. 
Walk over the footboards and then swim back to 
jump into it. As Enguarde, you'll be able to defeat 
the Koco fish and reach the Bonus Barrel. 
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WELL-HIDDEN 
“& TREASURE 


There are many invisible treasures hidden in 
Skidda's Row. For starters, look for a Bear Coin 
above the letter "O" and a red 1-up Balloon above 
the Knik-Knak past the second Bonus Barrel. 


© > THE WHEELS 
ie IN MOTION 


Knock out all the Squeals to open 
the doors as you make your way 
to the top. At the top, drop 
through the hatches to return to 
the start, where the door block- 


ing the exit will be open. 


4 


TEAM THROW TO 
THE BONUS 


Defeat the Squeals in the wheels, then use the 
team throw to make Kiddy toss Dixie up to the 
higher wheel. From there, throw her up to the 
platform that leads to 

the Bonus Barrel. 


Hi kids, it's time for a._pop quiz! Do you have 
the items shown below? A good. student will 
have.at least this many coins....Give yourself — 
extra credit if you have more!’ "Don't forget, ; 
you, can repeat levels to score more Bear — 
Coins, but don't want you wasting them at» 
Swanky Kong's Sideshow! 
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Kremwood ~~~ Forest 
demonstrates more. of 
the diversity of the 
islands of Donkey Kong 
Country. 7here are 
huge trees to climb up 
and through, dark, 
deserted mills to 
explore, and a couple of 
courses _along-~ raging 
rivers. The river courses are the toughest, 


: as they require pinpoint jumping skills to 
Se keep your fur dry. 


DK COIN 
BD CAPTURE 


Use Kiddy to throw Dixie up from 

the short branch just beyond the let- 

ter "N." Grab the Steel Barrel and 
toss it so it knocks 
out Koin, freeing 
the DK Coin. 


INVISIBLE 
BUDDY 


Your ears are not deceiving you here. If you don't have 
your buddy, you can break an invisible DK Barrel in the 
branches at this 
point. Two Kongs 
are better than one 
for the climb ahead. 
If you have your 
buddy, — yc can 


break the b 


NINTENDO POWER 


1) KIDDY CAN SKIP 


If you make Kiddy roll off a platform into the water 
and press the jump button just as he touches its surface, 
he will skip along the top. Just don't try it when there 

are fish below! 


GOING 

41 DOWN! 
A green Buzz blocks the 
way to the Bonus Barrel 
payoff in the middle of Murky 
Mill. Use the Steel Barrel to 
knock him out, then jump up and 
fall through the trap door into the 

Bonus Barrel. 


You'll need 
Kiddy's  water-skip- 
ping Is to get the 
DK Coin. Go to the 
end of the level 
where the bees will 
stop chasing you for a 
second. — Backtrack 
and use Kiddy's water 

ip move to bounce 
over the water and 
onto Koin's platform. 


VOLUME 90 


SINAIdNS 


r —end 
pea i 3 |__| -— TRADE STEEL FOR GOLD 
: : From the Springin' Spider in the 
ay 52) right tree trunk, use Kiddy to throw 
, - ai c, Dixie up to the platform behind Koin. 


Use the Steel 


v7 =F : a 
; a 2 ; “ Barrel to a 


y ' ‘ knock him out. 


OF TREASURE 


Above the letter "N" you'll see a 1-up 
Balloon. To reach it, jump on the Springin' 
Spider behind the orange Buzz in the left 
trunk to reach the passage to the treat. 


SPITTIN' PRETTY 


Ellie can take a trunkful of 
water and squirt it out of her trunk. 
Press Up on the 
Control Pad while 


you shoot so the 7 wy : reach the underwater Bonus 
water will — arc . . Barrel, let the Knik-Knaks fly past, then use 


ards, making it 4 “4 5 = 4 them as_ aerial 
to hit aerial i stepping stones 
and take a flying 

leap to go deep. 
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The huge spider, Arich, is a toug! 
customer on the outside, but pene- 
trate his defenses and you'll squish 


him like a bug. The key to beating 
Arich is to hit him in the jaw with 

the barrel. This is easiest to do with 
Dixie holding the barrel above ”) 
head. Just watch out for his claws and — * 
for the small blobs of b : : ng facto ies of N 
silk that he'll spit at you. — echanical 


The siolhoune wat fat din ie 


4 e been pyle by the arance of m 
ma — me 
* r “x 


Hello again, children! It's test time again! Do 

you have the items on my list below? I hope 
CS you are saving all your Bear Coins for a 
» rainy day so you can buy yourself some- 
. thing nice. And-1 do so like those Banana 
Birds. They really brighten up my old cave... 
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How far can you fly into the Ice Cave 
with the Hang Glider? Select the Chicken 
Dive assignment and take’a detour to the 
Ice Cave. It’s tough to make the first left 
twist in the cavern and even tougher to 
dodge the rocks, but if you’re one of the 
best, you might be able to cruise past an 
underground waterfall and squeeze off a 
few photos of your adventure. The best 
shots of the Ice Cave’s interior win four 
Super Power Stamps. If you can’t find the 
Ice Cave, check out Counselors’ Corner 
on page 76. 


It’s a portable Arena challenge! Grab 
your Tetris Attack for Game Boy and see 
how high you can score on Endless 
mode. You might find that you get your 
highest scores by starting on Speed Level 
1 with the Game Level on Easy. That will 
give you time to set the really big com- 
bos. Our resident pros were flipping their 
way past 20,000 points on their first try, 
so your score should crush that mark, 
right? The top twenty attackers win four 
Super Power Stamps. 


MORE TWISTED 
CHALLENGES 
Keep sending in=your most twisted and 
Outrageous challénges. If we use your 
entry, you'll receive“four Super Power 
Stamps. Here’s the-latestround of winners: 
e/n Super Metroid; can you defeat 
Dragoon in Matidia- without getting hit 
once? Mike Fertoli, Staten Island, NY 
*Can_you complete Pilotwings without 
using the plane? Kyle -OQwens, 
McGraw, NY 
In Super Mario Kart, can-you win all of 
the races in 100cc mode while giving 
your opponents a ten second-head start? 
Jeff Hanson, Freeport, IL 
In Final Fantasy-Ill, can you-make it to 
the World. of Ruin-without equipping 


“any of your-characters~ with-new 


~ weapons” or -armor?. John Dalton, 
Wildwood, FL. 


Answers for Volume 89°“Name-That Game!” 
Quiz: 1. Megaman Soccer 2. Rampart 
3. Shadowrun 4. Final Fantasy II 5. Donkey 
Kong Country 2: Diddy’s Kong Quest 6. 
Chrono Trigger 7. Ken Griffey Jr.’s Winning Run 


wo 
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Baseball season might be over, but the 
Battle Zone is smokin’ with a major league 
long ball contest. How far can you hit the 
ball in the Home Run Derby? A few heavy 
hitters thought the limit was 502 ft., but then 
a Nintendo Power staffer broke through to 
the 506 mark (see the Arena photo on page 
94 of Volume 86 for proof). Now there's a 
rumor about someone knocking the ball 
beyond the 510’ barrier. Are you up for the 
challenge? The top twenty long ball -slug- 
gers will win four Stamps. 
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eS. SUPER MARIO KART 
Best Times on Bowser Castle 3 (Volume 86) 
Lu : 
— Ray Mangan Magalia, CA 1:27:99 
Paul & Jesse Carlson New Hope, MN 1:30:05. 
oO Mike Vollmer Great Bend, NY 1:30:15 
N Steven Chu Columbia, MD 1:33:88 
F Israel Knight Dove Creek, CO 1:34:66 
Ww Daniel Casa Scottsdale, AZ 1:39:05, 
a | Adam Pulley Peoria, IL 1:40:23 
Raymond Almeda Hayward, CA 1:42:02 in 
= Adam Johnson Rancho Cucamonga, CA 1:42:04 1:44:07 
<— Tim Schumacher _ Pierre, SD 1:42:65 
Rory Mahood Calgary, AB 1:43:15 
om Kevin MacCarone Pottsville, PA 1:43:56 
Patrick Czeranski Skillman, NJ 1:43:71 
Brandon Lueken West Covina, CA 1:45:92 average times in 
Peter Bragiel South Barrington, IL 1:46:22 _finished almost 
Ben Miller Honor, MI 1:46:55 
Mark Zunseka Central Islip, NY 1:46:77 
Seth Thomas Norman, OK 1:46:83 
Jesse Couch Nelson, BC 1:46:93 


Darin Nicholls Grand Rapids, MI 1:48:06 


SUPER MARIO KART MEGA MAN X3 CONT. © 


Best Times on Mario Circuit 2 (Volume 84) Jssony San Gabi Ryan Kvalet Meudey) seh 
Joey Salvo Bronx, NY Derek Liston Brockville, ON 
Brad Klaus St.Clair Shores, MI. 1:11:26 f ‘ A 5 
= Justin Frederick Seaside, CA Thomas Majlof Saratoga, CA 
James Ridener Hillsdale, IN 213: A f 
Ben Miller Honor, MI Adam Price Jacksonville, FL Cody Melbourn _—Carol Stream, IL 
; “17.33 Zach Stinner Fairlawn, OH Donald Morgan _ Allentown, PA 
Mike Vollmer Great Bend, NY 217% ‘ - 
Brian Tse Willowdale, ON Moses Ortega Alta Loma, CA 
Jeffy Arensmeyer Oxford, AL 1:18:00 Fad eee * 
, e saga Ricky Williams Georgetown, KY Benjamin Rosen Cherry Hill, Nj 
Frederic Busque Pintendre, PQ 1:19:63 x z 
: an Rowan Murray Lebanon, NJ Gary Sliker Califon, NJ 
Alan Frenklach Orinda, CA 1:21:48 iuee is 
* 34.97 Robert Borzychowski Niagra on the Lake,ON Steven Tyber Littleton, CO 
John Moran Lincoln, MA 1:21:97, & zs 
G . Brian Kerska Rochester, MN Brandon Valenzio _ Lansing, MI 
regory Bailey Livermore, CA 1:22:21 |. I irfi ; . 
Ben Miller Honor, MI 1:22:45 Brian Fal lasca Fairfield, CT Michael Webster Bridgeton, NJ 
Derek Redfearn Vader, WA 22:83 Larry Licht Sewell, NJ Jerry Whitlow Ore City, TX 


Ben Gruver Collinsville, OK 122: 
Dan & Justin Cooper Ingram, TX 123: MEGA MAN XS THE LEGEND OF 
Brinton Ward Lemon Grove, CA 1:23: Completed Rhino Stage first (Volume 84) 
Brandon Redfearn Vader, WA :24:61 Chris Appofson Lake Orion, MI ZELDA- A LINK TO 
Loran Tripp Racine, WI :25:32 Joshua Bellon Brightwood, VA THE PAST 
David Strom Augusta, GA :25:37 Jason Booker Saratoga, CA Fourteen Hearts to Ganon (Volume 84) 
Matthew Pourick Augusta, GA :25:44 Danny Bourque Morgan City, LA Sam Canet Chadon, NE 
Rene Richard Kapuskasing, ON 1:26:00 Spencer Bryant Jacksonville, FL Ronald Dysangco Sturgis, MI 

Geri Jun Capino San Leandro, CA Drew Gross West Chester, OH ~ 


KE N G R | FFEY JR Be Ss Aaron Decoteau Santa Clara, CA Eric Hansen Mukilteo, WA 
Rickie Dennis Charlottle, NC Cindy Kilbourne Shannon, MS 
WINN ING RUN Mark Flayler Graytown, OH Jonathan Lathrop Medford, OR 
Top Home Run Totals (Volume 86) Michael Fraiz Phoenix, AZ Krissy Lewis Newport,OR 
Jason Imhoff Monsey, NY Nicholas Franklin Arcata,CA Justin Moore Oregon City, OR 
John Kemp Omaha, NE Brandon Gibson Richmond, VA Chris Sula Joliet, IL ; 
Kevin Rossler Midland, TX Terry Guarisco Morgan City, LA Nathan Vogt Arapahoe, NC 
Rand Caballero San Jose, CA Mike Herman Mission Viejo, CA Justin Volk Hudson, IL 
Keith Ryker Stephens City, VA Adam Hines Harvest, AL Derek Von Suppiny Stanhope, 
Seth Thomas Norman, OK Nick Isaacs Lincoln, NE Steven Weiss 
Charles Fargo Annandale, VA Matthew Koo Windsor, ON 


ENTER THE ARENA | 


Write your name, address andMember Number on _ Include your Super NES in the photo of your high Address entries to: 

the back of your photo. Challenges in this issue score. Dim the lights and then take a few photos POWER PLAYERS’ ARENA 
must be received no later than December 10, 1996. _ withouta flash. If you're takingaphotoofaGame  P0.BOX 97033 

The top qualifiers receive Super Power Stamps. Boy, place it ona flat surface. REDMOND, WA 98073-9733 
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intendo ‘Power's excerpt from Dark Horse Comics’ graphic- 

‘epic, Star Wars: Shadows of the Empire, continues this 

» Assue on the desert world of Tatooine. We've chosen to focus 
on the parts of the story that involve space mercenary Dash 
Rendar, since he is the main character in the upcoming 
Nintendo 64 game. In the following pages, Dash and Luke 
team up to battle Jabba the Hutt’s villainous swoop gang, fur- 
ther adding to the mystery of who is trying to have Luke 
Skywalker eliminated. : 
Dark Horse Comics has been publishing Star Wars comic books 
and graphic novels since 1991, beginning with Star Wars: Dark 
Empire. Since that series, Dark Horse has continued to create 
illustrated tales of the Star Wars universe that add to the story 
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and noyels. 

r span the entire history of the Star 
Wars universe. Their Tales of the Jedi series goes back 5000 
years prior to the first Star Wars film. The latest chapter in that 
series is Golden Age of the Sith, a story about a pair of hyper- 
space explorers who run afoul of a family of Hutts. Written by 
Star Wars novelist Kevin J. Anderson, the series delves into the 
legend of the Jedi and how they were perceived by the regular 
folk of the galaxy. You can find this series, as well as the com- 
plete version of Star Wars: Shadows of the Empire, at your local 
comic book specialty store (phone 1-888-266-4226 to find a 
store near you) or you can order them directly from Dark 
Horse by phoning 1-800-862-0052. 
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CONFIDENCE IN ME, 
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JABBA AIN'T GONNA 


ra 


SAVING YOUR 
BUTT FROM SwooP 
Scum, 1 Pages 


ADD TO THAT THE 
AEBASSINATION ATTEMPT 
AT GALL AND YOU HAVE TO FIGURE 
DARTH VARPEI '& NO LONGER YOUR, 
NUMBER-ONE ADMIRER 


Pz 


BLACK SUN! IS SHE 
OUT OF HER MIND 2 


FROM KOTH 
5 HEAD OF THE BOVMAN SOMEONE'S 
N=-IT JUST DOESN'T SPIED. HIS SPIES HAVE TRYING TO HAVE YOU 
MAKE ANY SENSE.,, guy’ UNCOVERED INFORMATION | | KILLED, LUKE. SHE'S LOOKING 
is FOR ANSWERS. BLACK SUN'S 
SPY NETWORK CAN FRO 


THEY'LL 
PROVIDE MORE 
THAN THAT IF THEY 
CATCH HER! 


AND_ SHE 
THINKS 2 NEED 
HELP / 


THE INFORMATION COULD BE 
VITAL TO THE ALLIANCE. IF LEIA 
G i EOHAwui 
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Corrections and Mew Codes 
As we go to press, major league baseball is barreling towards 


' the playoffs and pro football is just getting under way, so 


we’ve got sports on the brain here at Cl Central. Before we 
get into the two new codes for Ken Griffey Jr.’s Winning Run, 
though, we must apologize for several errors in the codes we 
printed for this game back in Volume 88. We've decided to 
print them again, in their correct form, just to avoid confu- 
sion. 

The Hidden Team code can be used after you've com- 
pleted a season. The hidden teams are the Tampa Bay Devil 
Rays, the Arizona Diamondbacks, the N64 Team and our 
very own Team Nintendo. One, two or all four teams will be 
available, depending on whether you've completed a 26- 
game, 52-game or 162-game season. These teams will be 
available as opponents in any player vs. computer mode, 
except the Season mode. There’s no way we know of, so far, 
to play as these teams. 

The rest of the codes, including the new Super Pitches 
and Homerun codes, are available for use in two-player 
games. If you're having trouble entering them, complete the 
Challenge mode against the computer and try again. Enter 
the codes on the batting/pitching screen while the game is 
paused. If a code is entered corectly, you'll hear a tone. The 
Homerun code is good only for batters who appear in the 
Home Run Derby contest. 


Hidden Teams 


Press A, B, X, Y, Up, Down and 
Select on the Title screen to 
access the hidden teams. The 
longer the season completed, 
the more teams you'll have to 
choose from. 


<coronace, 
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Max Ability 


Press A, Right, Down, Left, A, 
Down and Select while the 
game is paused to maximize 
your team’s abilities in all 
areas. The effects last for the 
rest of the current half of the 
inning. 


Press Left, A, Right, Down, Y 
and Select to slow the oppos- 
ing team’s base runners or 
fielders to a crawl. This code 
will be in effect for the rest of 
the current half of the inning. 


Random Pitches 


Press Left, Y, A, Right and 
Select to randomize the oppos- 
ing pitcher's throws. For exam- 
ple, if the pitcher tries to throw 
a fastball, it may come out a 
slider, a curve, etc. This code 
affects the current at bat. 


Super Pitches 


Press B, A, Down, B, A, Left, 
Left and Select to supercharge 
your pitching; e.g., Fastballs 
will become Super Fasthalls, 
etc. This code affects the cur- 
rent at bat. 


This code is for the batting 
team and affects the current 
at bat. Press B, Y, B, Y and 
Select. If you get a hit and the 
ballis fair, it will be a home run! 
Going, going...gone! 


Select Rivals and Extra Hard Game 

Tetris Attack has captured the hearts and thumbs of puzzle 

fans everywhere, and we have two codes that will enhance 
a your enjoyment of it even further. To access the “Rivals” in 
the two-player Vs. mode, press the L and R Buttons simulta- 
neously on both controllers on the character select screen. 
While holding these buttons, press A on Controller II. This 
will cause the Rivals to appear. This will also lock in Player 
Two’s character selection, but he or she can press B to can- 
cel. If you’ve already beaten the one-player Vs. game on the 
Hard difficulty level, then you’re probably ready for an Extra 
Hard challenge! Choose the one-player Vs. mode. On the Set 
Level screen, highlight the Hard level. While holding Up and 
the L Button, press A or Start. 


When the Extra Hard code is 
entered, the lower potion of 
the screen will turn red. 


You can choose from any of 
the Rivals, even Bowser! 


(>: 


Game Credits 

If you'd like to take a look at the folks behind the scenes, 
enter S, P, N, N and R as your password. | wonder if they’ve 
seen every single episode of the show, too? 


Enter this password as nor- 


f mal. 
ea 


As our old pal, Scoob, would 
say, “Rooby Rooby Roooo!” 


SE fen 
Cie sae oC 


Touchdown Dances 

If football is more to your liking than baseball, then we have 
a dandy little code that allows you to choose which dance 
your player does when he scores a touchdown. As soon as 
you cross the goal line, simultaneously press one of the pairs 
of buttons shown below. There are eight dances to choose 
from. Who says big guys have no grace? 


Dance #1: Y+Up Dance #5: B+Up 
Dance #2:Y+Down Dance #6: B+Down 
Dance #3: Y+Left Dance #7: B+Left 
Dance #4:Y+Right Dance #8: B+Right 


Some dances may not work Will it be the Running Back Pat 
unless you're in a particular Rumba or the Touchdown Tush & 
situation. Push? | 


Unlimited Lives Trick 

In Zone 1-3, there are two Extra Life icons. One is at the top 
center, the other in the left corner of the stage. Once you 
collect them, let yourself be defeated. When you return, the 
icons will reset. Your Extra Life counter stops at nine, but the 
game will keep track of any lives over that. 


One of the icons is at the top 
center of the stage, while 
the other... 


.jis in the top left corner. Rack 
up as many lives as you like. 


0G 
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Pac Sir Bowen uphold the knightly code of honor with 
these passwords. Can you turn King Einon from his path of 
evil, or is the kingdom doomed to suffer his wrath? 


Level 2: BCDLST 
Level 3: DCLTSB 
Level 4: LCTBSD 
Level 5: CBLSBT 


ae 
nats 


ff 


Level 6: TTSCDC 
Level 7: SDCDTS 
Level 8: BVDVSC 


Enter Password 


<b Be 


p 


It's a good thing that Draco is 
on your side! 


You can choose to start at any 
point in your quest. 


96 


Cs 


Alternate Bonus Team Code 


If you’re having trouble with the Bonus Team code we print- 
ed in Volume 86, try this alternate code. Wait for the demo 
game to start. Now hold Select and tap the L and R Buttons 
very quickly. While you’re doing this, press Start. As you 
enter the code, the screen will switch from the demo game 
to the Team Select screen, and that’s okay. 


Don't touch any buttons until 
the demo game begins. 


If you enter the code correct- 
ly, you'll hear a voice say, 
“kay-rog.” 
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Secret Rooms 

If you’ve been searching for the secret rooms in this game, 
your quest is finally over. From the Start of Stage 1, walk up 
to the top left corner of the screen. Press the punch button 
(default set to Y) to warp. In Stage 8, make your way through 
the Mall until you get to the gold fountain. Stand towards the 
middle left of the screen and throw an enemy to the left and 
off the screen. You'll automatically warp to an area stocked 
with power-ups, extra lives and other goodies. 

i 


” 


Stand about here to make this 


The first warp can be used 
warp trick work. 


only once per game. 


: 
Full Power Password 
Back in Volume 79, we printed the “Street Fighter” code for 
this game, which included a special password. In fact, if you 
just enter the password and don’t complete the code 
sequence, you'll start at Dr. Wily’s Castle with a complete 
inventory of af and weapons (including the awesome 


Proto Shield), all fully charged and ready to go! ? 
Punch in this password as nor- The Proto Shield will block 
mal. { most enemy fire. 
a, Pet gee, i— 
i omens 
—— _ ETERS  SieawaE ey 


Acquire Zero's Weapon 

Last issue, we told you how to get the Chip Enhancer from 
a Dr. Light. This month, we'll tell you how to acquire Zero’s 

special weapon. Complete the first stage of Dr. Doppler’s 

Lab, then make your way through the second stage using 


so come prepared with these passwords. The letters stand for 
the color of each Brainie in the password; i.e., B=blue, 
Y=yellow, R=red and G=green. 


Passwords 
The Brainies are ready to twist your grey mater into knots, 


Mega Man only. When you reach the door to the mini-boss, 
switch to Zero, then enter the door. Defeat the robot inside Level 05: B, Y, R, G, Y, R 
the chamber. Zero will be damaged beyond repair in the bat- Level 10: R, G, R, R, R, ¥ 
tle, but he will give Mega Man his special weapon before his Level 15: Y, Y, B, Y, G, R 4 
systems shut down. Charge up Mega Man to full power, then Level 20: Y, Y, G, G, R, B | 
release the fire button. You'll see the usual salvo of cannon Level 25: R, B, G, R, R,Y \ 
— fire, plus an extra burst of energy from Zero’s weapon. Keep Level 30: G, B,Y, G,R,R 
~ in mind that the Chip Enhancer and Zero’s weapon can’t be Level 35: B, R, G, B, Y, B C 
- saved with a password and will disappear once you turn Level 40: B, R, R, Y, Y, R 
s your game off. Level 45: G, B, R, Y, B,G 
F) Level 50: Y, G, R, B, G, G 
f ; P Level 55: Y, G, Y, B, R, B 
Level 60: B,Y, G, R, Y, R il 
_ 311: Level 65: R, Y, G, R, B, B 
; Level 70: Y, G, G, Y, B, Y a 
: Level 75:  G,B, B, R, B,B | 
| Level 80: R, B, R, Y, B, G ¢ 
—_ Level 85: —_‘Y,Y,R, R,G,R J 
Here's a password to Dr. Be sure to switch to Zero Level 90: G, G,Y, G,Y, G 
bis peau, in case you el me enter the mini- Level 95: R, Y, Y, G, B,G | 
| ht es So BQ. Be Re Le EB 
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Follow the directions to 
select each color. 


We didn't promise that the 
puzzles would get easier! 


..but his sacrifice won't be in 
vain. Power up! 


Zéyo makes the ultimate sac- 
* “rifice for justice... 


Nintendo Power 

Classified Information ( 
P.O. Box 397033 

Redmond, WA 

98073-9733 


We'll print your stuff alongside the pros’ codes. So what are you waiting for? 


al 

= 

fj Experts, shmexperts! If you've got an awesome tip or a killer code, send it in! 
Warm up your brain pans, crack your knuckles and press those buttons! 
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Super Star Wars 
~ has joined the 
exalted ranks 
of the Players’ 
Choice series, 
and we have 
_ aFalcon-load 
Of tips and 
_stactics for the 
~ entire game. 
May the Force 
be with you! 


1992 LucasArts Entertainment 
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SUPER STAR WARS 


Use the Force 


Whether this game is an old favorite or a new treat for you, these choice tips 
will help you rescue Princess Leia and turn the Death Star into a galactic 
marshmallow roast. Lock your s-foils in attack position-we're going in! 


Stages 1&2 


We'll start with brief descriptions of the stages, then 
dive into specific tips. In the side-scrolling Stage 1, 
you'll search for the droids in Tatooine's beast-infested 
Dune Sea. In Stage 2, you'll pilot your Landspeeder (ina 
first-person view) to the Jawa Sandcrawler. 


Stages 3&4 


Stage 3 has you running and leaping along the hull of 

the great Sandcrawler in search of a way inside. One 
false jump and you'll have to start over! Once inside in . 
Stage 4, you'll have to contend with roving security ee bly dhe who can use the 
droids, hidden flame jets and seething lava pits. Those K : PI 


. A : holding it to becot 
greedy Jawas don't take kindly to thieves! Actor Mark Hamill is an avid collec- 


tor and has a copy of nearly every 
Star Wars toy ever made. Hamill suf- 
fered facial injuries in a car accident, 
lending him a harsher appearance 
that added to his later portrayals of 
amore mature Luke Skywalker. 
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Stages 5-7 


Stages 5 through 7 take you back out into the Juntland 
Wastes and even greater danger, including large bands of 
Sandpeople and their elephantine Banthas. You'll also get 
one more chance to pilot your Landspeeder and blast your 

way through even larger swarms of angry Jawas. You must 
defeat 20 of them to make your escape. 


Stages 14815 


The battle between the Rebels and the 


Imperials comes to an explosive head as the 
Stages 8-10 Death Star looms above Yavin IV. Take to the 

sky in your X-Wing and blast away at TIE 
The scene shifts to Mos Eisley Spaceport, known through- fighters and anti-spacecraft towers along 
out the galaxy as a “wretched hive of scum and villainy." The the Death Star's surface before plunging into 
action weaves along back alleys, through the shadowy the Trench for a final attack run. One way or 
Cantina and into the corridors of the spaceport itself, all another, you will meet your destiny! 


crawling with smugglers and troopers. Chewbacca joins up 
in Stage 8, and Han comes along in Stage 9. 


Stages 11-13 


Things really start to heat up after the Millennium 
Falcon is captured and brought aboard the Death Star. 
While Ben sabotages the tractor beam, it's your job to 
find the Princess and bring her back to the Falcon. More 
security droids, Stormtroopers and even a squadron of 
TIE fighters will try to stop you! 


Dune Sea 


The only real trouble spot in the Dune Sea is the 
Sarlacc Pit at the end of the stage. If you get too 
close to the Sarlacc, the screen will lock in place, 
and you'll have no room to maneuver. Inch to the 
right very slowly until the Sarlacc comes into 
view. Keep going until the monster's life meter 
appears, then stop. You should be able to hurt the 
Sarlacc from here but still have room to dodge its 
tentacles. 


Tatooine I 


The object here is to defeat 12 Jawas as they circle 
around you on their speeder bikes. Once that's done, 
a message will appear telling you to head to the 
Sandcrawler. Save your booster fuel until the message 
appears, then aim straight for the crawler and ramp 
up the throttle to full power. You should be able to fly 
over the remaining Jawas without taking too much 


To find the Lightsaber, look for 
Obi-Wan in the Land of the 
Sandpeople stage, just past the 
second set of stone platforms. 
Star Wars creator George Lucas 
has hinted that, if the entire Star 
Wars saga makes it to the screen, 
C-3P0 and R2-D2 will probably be 
the only characters to play signif- 


more damage along the way. icant roles in every chapter. 


Sandcra wier 


——— It takes two Blaster power-ups to create 
the homing Proton gun. Try to have one by 
the time you reach the Sandcrawler. It can 
take care of enemies and gun emplace- 
ments just off the screen, so you can con- 
centrate on your jumps. Use the L and R 
Buttons to see the path ahead. 


Crawler 


Use short jumps whenever you can; high 
or long jumps may slam you into obstacles 
and knock you into pits or lava pools. 
There's a hidden room just past a pit filled 
with drills. Make a long jump to the left 
and into the wall. The chamber is filled 
with life-giving Heart icons and Blaster 


power-ups. 


Chewbacca is not fast, but he can 
es leap higher than the others and 
can slide well. Former hospital 
orderly Peter Mayhew was given 
a choice between the roles of 
PB Chewbacca and Darth Vader. 
ot Preferring to bea good guy, 
cd f Mayhew chose the Wookiee. 
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BIC BOO 
BOB-OMB 
BOOKEND 
BULLY 
CHUCKYA 
CRAZED CRATE 
FLY GUY 
COOMBA 
KOOPA TROOPA 
LARITU BROS. 
MOREY BAGS 
MORTY MOLE 
MR. I 

PIRANHA PLART 
POKEY 
SCUTTLE BUG 
SKEETER 
SNUFIT 
SPINDRIFT 
SWOOP 
WHOMP 
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Since Boo attacks only when Mario's back is turned to him, face away, crouch 


with the Z button, then do a back flip and pound the unsuspecting ghost. 


The best way to pick up this living bombis to surprise him from the rear. Once 
you have him, watch where you throw him or you might lose that coin. 


A simple jump kick will take care of Mario's literary antagonist. 


One coinisn't always worth the effort that it takes to defeat this pushy fel- 
low. Jump kicks are usually easier to connect with than punches are. 


True to his name, Chuckya will send you flying if you get too close to his 
hands. Try coming from behind him when he's stopped moving. 


Leave this jumpy box alone unless you have plenty of space to move. You can 
control your movement as he jumps butit's very difficult to land accurately. 


Jumping on this flying fiend's head will propel you high into the sky. Pound him 
when he flies low to keep your feet on the floor. 


ECOND BIC KEY 
ECOND BIG KEY 
ECOND BIG KEY 
ECOND BIG KEY 


Goombas are usually fond for acoin. On Tiny-Huge Island, if you pound them 
+ | when you're big, you'll get a gold, but when your tiny you'll get a Blue Coin. 


Jump on his back once to free him from his extremely useful shell. Hit him 


again while he's shell-shocked to nab a Blue Coin. 


Jump while Lakitu is right above you to knock his coins loose. Lakitu only 
attacks ina couple of courses. 


Money Bags looks like a Yellow Coin resting in the snow until you get close to 
him. Wait until he's completely materialized to make your move. 


Beating one mole gives you nothing but defeating eight of them ina row nets 
you a badly-needed 1-up. 


CAVERN OF THE METAL CAP 
TOWER OF THE WING CAP 
VANISH CAP UNDER THE MOAT 
THE PRINCESS'SSECRETSLIDE  (1STAR 
THE SECRET AQUARIUM 
WING MARIO OVER THE RAINBOW |50 STARS/WING CAP 
BOWSER IN THE DARK WORLD 
BOWSER IN THE FIRE SEA 31 STARS, 1 IN COURSE 9 
BOWSER IN THE SKY 


Run circles around Mr. | andit's curtains for this dizzy eyeball. 


1+ In Whomp's Fortress the sleeping plants give you a Blue Coin, but on Tiny- 
Huge Island they yield one or two Gold Coins, depending on their size. 


puis sand dweller can take a few hits before you can get to your target— his 
ead. 


These fast-moving buggers take just one hit to defeat. 


Avoid Skeeter when you're in the deep water, but if he's on dry ground, dive 
into an encounter. 
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Dodge Snufit's bullets. Allit takes is a well-placed jump kick to bring him 
jown. 

When working in tight quarters pound his head instead of launching yourself 

offit. 


As with most flying enemies, Swoops are hard to nail with punches. Use a 
jump kickinstead. 
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Instead of pounding Whomp the first time he falls down, hop on his back as he 
lies there to get a coin. Do this four more times, then pound him for five more. 
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Sandpeople-& Banthas 


When you come to the second group of floating rocks in the Land of 
the Sandpeople, drop off the cliff and hold Left to land on a ledge. Enter 
the cave and blast the ceiling to find up to nine 1-Ups. Now walk off 
the ledge to lose a life. You'll start again at the top of the cliff, and you 
can collect all the 1-Ups again! Your Lightsaber will be your best bet 
through most of the Land of the Banthas, but your gun will make short 
work of the Mutant Womprat. It will take about 100 hits from the 
Plasma Wave gun. 


SIN 4idNs 


You're back behind the controls of your Landspeeder, and this 
time you must defeat 20 Jawas before you'll be able to move 
on to Mos Eisley. Once you're 
at the spaceport, shoot at the 
crates to release power-ups 
and Hearts. At one point, bar- 
rels will drop from above. 
Hitch a ride on one to get past the strip of metal 
spikes on the path. 


The biggest cautions for you here (besides a 
warning not to order the Pan Galactic Gargle- 
Blaster) are to watch the background for small 
aliens that leap out at you and to be careful of 
the many trap doors. You can actually fall a 
short way down and still jump out to safety. 


Escape 


This stage plays much like the first Mos 
Eisley stage, but with a lot more climbing 
and jumping involved. There are lots of 1- 
Ups hidden along the upper floors of the 
buildings, but be wary of troopers and 
bounty hunters that pop out of the win- 
dows. 


Han's rolling ability allows him to 

dodge enemy fire and squeeze 

through tiny openings. Harrison 

Ford went on to star in another 

Lucas production, Raiders of the 

Lost Ark. Ford stepped in when at) 

the first choice to play Indiana oa x 
Jones, Tom Selleck, dropped out 4, 5 en 
due to scheduling conflicts. be 


Hangar Bay 


Pedestrians definitely do not have the right of way in the Hangar Bay! TIE fighters 
heading out on patrol won't stop for anything, least of all a "Rebel scum" like you. 
The tiny maintenance droids will also try to push 
you into the open elevator shafts. The only way to 
avoid them all is to take to the platforms above. You 
can't get away from the fighters completely, but 
from that height, you'll be able to jump over them. 
There's an Imperial Defense Droid protecting the 
Falcon, but 20 hits or so from the Plasma Wave gun 
will turn it into Imperial scrap. It's vulnerable only 
when its top is open. 


Rescue 


The Death Star resembles nothing so much as an enormous beehive, and | 

the Stormtroopers surely can sting! To find the Princess, go all the way right 
and wait for the platform to come down. Jump on and work your way to 
the top, then go right all the way and up all the way. Go left as far as you 
can and then up again. Go right to rescue Princess Leia. The Detention 
Guard blocking her cell is vulnerable when the bottom of his saucer opens 
up. It will take about 22 hits with the Plasma Wave gun to destroy both his 
forms. Han Solo is the best choice for this mission. ot 


The c ore 


Getting to the top of the Tractor Beam Core looks simple enough, but the 
trooper at the top of the shaft has a heavy Proton Gun with heat-seekers. At 
the Core, destroy the two droids along the bottom of the chamber then jump 
to either one of the center platforms. Stand against the edge of the screen and 
blast away. Jump only when you need to dodge energy streams. 


Luke has the Force on 
his side, but Han Solo is 
the better choice for 
the Death Star stages. 
Sir Alec Guinness 
insisted that the char- 
acter of Obi-Wan 
Kenobi be changed 
before he took the role. 
At his direction, Lucas 
transformed the mad, 
reclusive hermit into 
the stately warrior we 
know and love. 
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SUPER STAR WARS 


When you lose a life, 
you also lose your 
power-ups. Track down 
as many Blaster icons 
as you can before you 
face a boss. Carrie 
Fisher has largely left 
acting behind to con- 
centrate on another 
career. Besides writing 
popular fiction, she has 
also garnered a reputa- 
tion as a screenwriter. 
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FAittack!.. 


Time is running out for the Rebellion, and 
they're desperate enough to take a chance on 
an untried farm boy from a desert planet! You 
must destroy 20 TIE fighters and 20 towers, 
and your best bet for avoiding enemy fire is to 
swing all the way to the left or the right for a 
while, then switch. You tend to get more hits 
by angling your lasers this way. If you fly 
straight ahead or in shallow turns, it's also eas- 
ier for enemy guns to get a bead on you. If you 
run into a tower, it will be all over! 


Trench 


Red Leader is gone, and it's up to you to lead 
the final attack.run on the exhaust shaft. The 
TIE fighters themselves can't hurt you, so just 
concentrate on deflecting their shots with 
your lasers. Use this same strategy with 
Darth Vader, but fire a couple of volleys at 
him whenever you get the chance. After 
Darth is: out-of the battle, you'll hear Obi- 
Wan say, "Use the Force, Luke," which means 
you're getting close to the target. When 
the range counter nears zero, fire several 
torpedoes by pressing the L and R 
Buttons. If you miss, you'll have to 
regroup for another battle above the 
Death Star before you can make another 
run down the Trench! 


You have only 10 torpedoes in 
the Trench attack. Stay cen- 
tered and fire four to six torps. 
Save the rest in case you need 
to try again. The re-mastered 
Star Wars: The Special Edition 
includes new, enhanced footage 
and will be released in theatres 
in early 1997! 


Princess Toadstool’s castle is filled 

to the brim with more coins, stars,  —— 
Cap Blocks, and enemies than can 

be counted. .. or can they? 

Nintendo Power gives you the skin- 

ny on the biggest game ever. 


> 


f 


THE CHARTS PUNCH OR POUND? 


One of the greatest challenges you'll face While most of the enemies in Super Mario 64 can be defeated with a simple 
in Super Mario 64 is finding 100 coins in attack, there are a few notable exceptions. The Baddie Bounty chart will tell 
each of the game's 15 worlds. We've creat- you which of Mario's attacks will work the best on which enemy. 


ed two charts that will help you in your 
quest to obtain 15 difficult 
100-coin Stars. The first chart, 
Baddie Bounty, gives a complete 
list of enemies that surrender 

coins, or in one case, 1-ups. It 

also explains the 
recommended 
strategies for 
fighting 

each enemy. 
The second chart, Inventory of 
the Areas, lists all areas and 
everything in them, from Blue 


Some enemies will yield 
different numbers of coins depending on the a 
attack. Jump on the big Goombas for a single coin... 


Coins to warps. With this Bp eouaotonithe 
oa #7 Blue Coin by 
much info, how can you lose? pounding his 
head into the 

} ground. 
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A MARVELOUS 
GAME 


intendo Company Ltd. isn’t 
about to abandon the millions of 
Super Famicom owners who 


love adventure epics. In October, a new 
16-bit game that mixes RPG depth and 
Zelda-like battles appeared in Japan. 
Marvelous: Another Adventure Island fol- 
lows three boys, on an adventurous trek 
across a dangerous island. It seems that, 
during a camping trip, their teacher is kid- 
naped by pirates. This 24-megabit game 
features combat, puzzles, lots of plot and a 


special 

‘ial search 

rey | method. 

a The three 

Seem) characters 
Peace pcan be sed 
SRCLLA? SORE AL Lt. Bin conjunc- 
= ——" tion or one 


at a time, each one having certain 
strengths with which you can solve prob- 
lems or defend the group. Some players 
have described Marvelous as being more 
like EarthBound than a standard RPG, by 
which they mean that the characters come 
from a modern setting. But the action 
involves sailing ships, mysterious keys, 
friendly monkeys and more. Marvelous 
has been compared to Onigashima, as 


well, which was a very popular text adven- 
ture for the Famicom disk system. 
Nintendo’s R&D 2 group put this epic 
together. No decision has been made to 
bring Marvelous to North America at this 
time. 


A WONDROUS GAME 
Another game that is headed for release in 
Japan is Wonder Project J2 for the 
Nintendo 64 from Enix. The first 64-bit 
RPG features great comic-style art in an 
unusual RPG format. The first Wonder 
Project J was a huge hit for the Super NES. 
The theme of the new game involves help- 
ing a humanoid robot named _ Josetto 
become more human. It seems that her 
creator passed away before completing the 
project. Josetto looks like a little girl, and 


she’s very smart, but she doesn’t under- 
stand emotions. Your job is to teach her, 
communicating to her through a series of 
icons so that she thinks and feels like a real 
person. There’s no word on when or if 
Wonder Project J2 will come to North 
America. 


QUESTIONS ABOUT 
QUESTS 

Alberto Vera of Roseville, California 
recently wrote to Epic Center with several 
interesting questions that we'd like to 


cover. Alberto’s first question asks whether 
Koei will produce games for the N64. The 


answer is yes. Our sources in Japan indi- 
cate that Koei is already in the process of 
developing several N64 titles, but we don’t 
have confirmation of the names or 
whether the games will appear in North 
America. We anticipate that they will 
appear here eventually. We also anticipate 
that at least one of the Koei games will be 
a horse-racing simulation. This category is 
huge in Japan and live racing could be 
very realistic on the N64. Alberto also asks 
what is happening with Tactics Ogre, 
which we reported on several months ago. 
Unfortunately, the answer is not much. We 
know of at least one publisher that consid- 
ered translating Tactics Ogre for the North 
American market, but decided against it. 
The price of the Game Pak also counts 
against it since the game requires lots of 
memory and a battery. If anything changes, 
we'll let you know. Finally, Alberto asks 
why Square Soft is making games for the 
Sony PlayStation? Nintendo certainly 
enjoyed its exclusive relationship with 
Square over the years, but like all compa- 
nies, Square is in the business of earning as 
much profit as possible. Expanding to new 
platforms is one way of doing that. Recent 
statements out of Square suggest that the 
company will continue to produce titles 
or several video game formats. 


AN EPIC VACATION 

Due to a chronic lack of new epic games 
in North America, and a relatively robust 
ine up of action and sports games that 
need to be covered, Epic Center will not 
appear in the December issue of Nintendo 
Power. In future issues, Epic Center will 
appear whenever we have new materials 
that warrant a column. In the meantime, 
you should turn to Pak Watch to get the 
atest on any announcements concerning 
epic and other types of games. Keep on the 
jookout for our up coming coverage of 
Zelda 64 from Shoshinkai. 
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The original SimCity 
for the Super NES 
introduced city 

planners to basic 

concepts such as zon- 
ing, transportation, pollu- 
tion, crime, property values 
and gifts. Dr. Wright was 
there to help you with sug- 
gestions, too. In SimCity 
2000, Dr. Wright isn't 


ESTE LOW THE NEW MILLEN 


TT 
UT 
UTE 


HY e000 


THE ULTIMATE CITY SIMULATOR 


Compare the new city scape on the left to 


< 


Saja 


around, but virtually all the i) 
other features from the first game 
remain, and all of them are 
enhanced. What's more, your cities 
are now built on 3-D terrain, which 
you can raise or lower. You have far 
more facilities from which to 
choose, as well, but along with them 
come greater challenges. There's 
really only one step back from the 
classic SimCity—2000 it doesn't 
support the Super NES Mouse for 
easy control. 
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the older view above. The new perspective 
can be rotated in quarter turns, as well. 
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Relieving Scenery | Sato 
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[Hily Terrain | = 
~. [Large Lake | es 
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Water Purnp 
Water Tower 


Land of Freedom 


The six basic landforms include mountains, 
rivers, lakes, seashore and a mix of these. 
You can add water or land on your own. 


There's more to SimCity 2000 than meets 
the eye. You can switch to an underground 
view to check on water pipes and subways. 
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ON THE SCENE 


E The five scenarios in SimCity 2000 include Megalopolis, 
Mayor Training, Global Warming, Entertainment City 
and Go To Space. As in the classic game, the idea of 
scenarios is to solve particular problems. It's a great 

way to experiment and learn about SimCity 2000's many 
features. There are three degrees of difficulty to choose 
from and varying goals. Below, you'll find some suggestions for 
winning each  sce- 
nario. In SimCity 

2000, there is never 

just one — solution, 

however, so you may 
well discover your 
own strategies. 
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MAYOR TRAINING 


In this scenario, the previous mayor did a poor job of pro- 
viding basic services. See to it that you have police and fire 
protection, then build schools and entertainment facilities. 
Also, lower the tax rate and enact some positive ordi- 
nances. You must achieve a popularity rating of 66% in 
just ten years. 


SimCitizens need facilities for 
R andR. Build a park, a marina 
and a stadium. 


replace aging power plants. 


ie a 
ENTERTAINMENT CITY 


With $60,000 in the bank, it shouldn't be very hard to 
make this city livable. At the outset, the pollution and 
water are both problems. New industry should be placed 
away from the city. Build new neighborhoods and lots of 
fun facilities such as pools and a zoo. You have 15 years 
to attract 10,000 retirees. 
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You have plenty of money to 
begin this scenario, but you 
can also take out aloan. 


Check the newspaper to see 
how many retirees are living 
in your city. 


MEGALOPOLIS 


In Megalopolis, you have just eight years to save the city 
from a major fire and rebuild the population to at least 
50,000. When the fire erupts, use the Lower Land option. 
You'll create a nice lake, put out the fire, and provide a new 
source of water for your city. Build new water pumps and 
you'll be set. 


— 


This city has a poor water 
system. Provide water to the 
whole city and watch it grow. 


The fire always occurs in the 
same place, so check it out, 
then start the scenario over. 


GLOBAL WARNING 


The Green House effect has resulted in horrendous floods. 
Your job is to battle the climate and build a population of 
40,000 at the end of a ten year period. Recovery from the 
flood will require a new power plant, fire station, and 
water facilities. Lower your taxes and build new zones on 
the plateau. 


= 100003] 
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Note the location of facilities 


before the flood, then rebuild 
in the same place. 


Se ee 
GO TO SPACE 


Go To Space is the toughest scenario of all. Your city is 
committed to putting a colony in space, but it won't be 
easy. You must build up your industrial base and education 
facilities without bankrupting the city. Construction of the 
Rocket Launch Pad is the essential task. There are no time 
limits, but you need three million citizens! 


help industry and tourism. A 


connecting road will also help. 


Increase your industrial might 
without polluting the city. Use 
alternate energy sources. 


Scientists don't just fall out 
of trees. Build schools, col- 
leges, libraries and museums. 


FOUNDATIONS OF A METROI 


SimCity 2000 requires planning on large and small scales. When you 
city, you are faced with many choices: What type of landform do 
What type of energy source do you build? Where do you locate 

zones? Which facilities should you add early and which should be add 


If you have a goal of building a vast megalopolis, you'll have to make 
based on efficient land use, but you may want to model a real town or experimi 
different urban models. No matter what type of city you want to build, however, there 
are some basic SimLaws that you should follow. " 


RELIEVING SCENERY 


SOUND OF STREAM 


| This landform contains a 
river, flatlands and hills. It 
is a general mix of land 


as 
Oe 


types and is good for build- 
ing large cities. Keep in 
4 mind that buildings cannot 
i = be placed on slopes, so the 
terrain can limit city size. 


This landform makes for 
dramatic cities, but they 
are horribly inefficient. 
You'll have to take extra 
care in planning routes for 
streets and power lines. 
One added bonus is that 
wind power. 


you can use cheap 


The coastal landform 
has lots of land and not 
very many hills. It's real- 
istic and a good choice 
for building a megalopolis. 
Shorelines add to prop- 
erty values, which in 


turn attracts new citizens. 


LARGE LAKE 


LAND OF FREEDOM 


Ariver runs through this 
landform, and it will domi- 
nate your building decisions 
by effectively splitting the 
city. Don't plan on cheap 
energy from dams. You can 
build hydro power only on 


waterfall tiles, and this river is flat. 


The lake in this landform is 
even more disruptive (or 
challenging) than the river 
in Sound of Stream. With 
this much space being lost 
to water, you'll find it hard- 
er to pack huge popula- 


tions onto the remaining land. 


This wide-open landform 
contains one small lake. 
The restis flat, perfect for 
creating a huge city. You 
can sculpt this landform 
easily, as well, if you earn 
enough money. 


POWER SOURCES 


Anenergy source to power 
the homes, businesses and 
industries of your growing city 
is essential, but which source 
do you choose? It depends, in 
part, on the time period you 
choose. Early in the century, 
you are limited to coal, oil and 
hydro power. Later on, gas, 
wind, solar, microwave and 
nuclear plants are developed. 
You must also consider your 
cash position and pollution. 
Cheap power pollutes, but 
expensive power may not pro- 
vide enough juice. Finally, most 
power plants self-destruct 

| after 50 years. The best solu- 
tionis to begin with a coal or 
oil plant and place it away from 
the city to reduce the effects 
of pollution. 


TRANSPORTATION 


In the original SimCity, the transporta- 
tion and traffic wasn't very realistic. 
The model produced tons of traffic 
whenever you used roads, and that in 
turn produced tons of pollution. The 
only way out of the vicious cycle was 
to replace all the roads with rails, which 
was very efficient but not very realis- 
tic. In SimCity 2000, however, you can 
mix roads, rails, subways, high- 
ways and bus service to make 
an integrated transportation 
system. In general, you should 
follow some basic layout rules. 
Straight roads move traffic 
with the greatest efficiency. 
Create grid patterns wherever 
possible. Keep your 
‘Transportation funding at 100% 
always. Place parks and trees 
along roads to reduce pollution. 


Rail 
| Subway 


Rail Depot 
Sub Station 
Sub-Rail 


Road 
Hivveuy 
Tunriet 
Onramp 
Bus Depot 


Nuclear Power Piant 

Output: SOC hlega Watt 

Very efficient but meltdown 

causes the worst disaster. 

‘Can't be put in areas enforcing NPA 
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ZONE BALANCE 


In SimCity 2000, there are Light and Dense concentrations 
of Residential, Business and Industrial zones. Light zones 


don't pack in the population or value, but they produce less 
pollution and crime. In general, dense concentrations are 
best. Begin by building an industrial zone, preferably near a 
map border. Squares within the zone must be within three 
suustes of aroad or rail in order to develop. Create long 


Airports and seaports help 


Sq] Your city grow. Airports bring 
inmore commercial business, 


industrial activity. Airports 


also produce lots of pollution, 
so locate them at the edge of 
the map or on anisland. Keep 
the number of airport squares 
Sq toaminimum since larger air- 
4 ports don't give you more ben- 


efits—they just cost more. 


WATER SYSTEM 


The inclusion of a water systemis one of the 


biggest changes in SimCity 2000. You must 
provide water to all zones and buildings. You 


do that by building a series of pumps and pipes. 


Water pumps should be placed on squares 


adjacent to water. They are most efficient if 


they have water on two or more sides. Con- 


nect water grids with straight lengths of pipe. 


3-D TERRA IN 


The Raise and 
Lower Land 
options can be 

used to sculpt 

interesting ter- 
rainortomake fo 
useful changes [> ‘Comer tend 
to your urban De-zone 
landscape. For 

instance, small 


Treatment 
Desalinate 


hills can be flattened so that an don't interrupt 
your grid layout. You can create islands to add to 


your usable land area, or lower land to create 


lakes, which increases the surrounding property 
value. You can even use the Lower Land option to 


fight fires. 


blocks, six squares wide with roads 
on the long sides. Then build an even 
larger residential zone beyond the 
range of the pollution. Finally, build a 
small commercial zone between the 
two previous zones. Half of all zones 
should be residential. 


PUBLIC FACILITIES 


Public facilities are buildings and ser- 
vices provided by the city for its citi- 
zens. The whole point of providing 
these facilities is to keep citizens 
happy and to attract new citizens. You 
must have at least one police and fire 
station each. Schools serve up to 
15,000 people and colleges serve 
50,000. Both are good choices. After 
that, give the people the facilities that 
they demand publicly. Prisons are a 
mixed bag, so avoid them. Build lots of 
parks. 


BONUS GIFTS 


Gifts to the city take many forms, but 
virtually all of them are useful. The 
Mayor's House doubles as a polling 
place for public opinion. Other gifts 
benefit particular zones or the entire 
city. A gift appears when a precondi- 
tion of population or some other crite- 
ria has been met. You don't have to use 
gifts when they 

first appear. Since : 
some gifts aren't ~ ae 
free, you might everd 
want to wait Mayor's Home 
before building 

them. 


« The bulldozer allows you to 

clear land, raise or lower land, 
i or de-zone map squares. 
POWER 
e The Power icon activates 
: power lines and power 

plants. 
ROADS 


= Roa Oe ae enular 
ee) roads, highways, tunnels, high- 
=| way on-ramps and bus depots. 


Residential zones can be 
light or dense. Zones can be 
any size. 


COMME 
> Commercial zones—are 
| where businesses grow 
| up. 


; INDUST L 
|} The industrial areas can be light 
| or dense, as well. Dense indus- 
tries produce more pollution. 


jorts an seaports 
| > the same as 


3 ‘large ones and 
i 


ng 
rails, subways, rail depots, — 
| subway stations. 


EDUCATION 
Educate your sims with 


schools, colleges, museums 
and libraries. 


CITY SERVICES 
Basic services include 
police stations, fire sta- 
tions, hospitals and prisons. 


Keep SimCitizens happy 
with parks, zoos, stadiums, 
and even a yachting marina. 


RE ) 
Gifts ate when you 


meet a precondition such 
as population size. 
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STRATEGIES FOR MEGALOPOLOIDS 


Everything that happens in SimCity 2000 is governed by formulas and rules. 


If you understand how those formulas are applied, you'll be able to max- 

imize the use of every square on the landform. The information on these 

two pages covers strategies for planning and building a major city, but one 

of the great things about this game is that you can do anything you want. In 

fact, it's often more fun to break the rules just to see what will happen. Sometimes, 
the sims who live in your city will surprise you. 


MONEY, MONEY, MONEY 


You need great piles of cash to build a megalopolis. 
The first rule is that you'll earn most of your 
money from property taxes. High land values and 
large populations are the best means to ensure big 
bucks. A tax rate of 5% works best, encouraging 
new citizens to move in while keeping existing citi- 
zens happy. Don't sell bonds! If your city is floun- 
dering, it's better to adjust tax rates for a short 
time than to go into long-term debt. City ordi- 
nances can add extra dollars to your coffers. 
Activate all four of the Finance options. You can 
set different tax rates for industries, as well. 
Encourage clean industries such 
as finance, media, and electronics 
over polluting industries such as 
automotive and petrochemical 
ventures. Perhaps the most 
important tip is to let your city 
run to build up your treasury. 
Finally, don't fully fund schools or 
hospitals until later in the game. A |) 
funding rate of 25% is adequate. 


HOME BASE 


Military bases appear once your city 
reaches a population of 60,000. Although 
your neighboring cities won't attack you, 
the military base is still useful. The base 
that appears depends on the type of land- 
form you are using. A seacoast city will 
get a naval base. Hilly cities get army 
bases. Flat cities get air force bases. The 
fourth, and less useful base, contains mis- 
sile silos. Bases add to the economic 


SS. & power of your city, but they can also add 


ot pollution and other problems. Some bases 
GETTING AROUND 


double as extra security forces that can 

be called onin times of emergency, say 
<— SimCity 2000 differs dramatically from the When voulate attacked by a monte, 
original game in the area of transport. You 
won't have to turn your town into a giant rail 
system to get efficient transportation. In 
fact, the most efficient means of mass 
transit in SimCity 2000 are 
buses. Place bus depots on 
corners where you note 
dense traffic, but keep them 
spread out in different zones. 
Buses running from one zone to another carry about ten 
times the number of passengers as rail systems. A second 
tip is to eliminate unnecessary or redundant roads. Every 10 
squares of road cost $1in maintenance per year. That adds 
up. You should always build roads to your neighboring cities 
off the map, though. The extra commerce and immigration 
is well worth the cost of the connecting road. 
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ZONE OUT 


Zones are not created equal. Early in the game, you want half of all 
zones to be residential. Of the other half of your zones, the ratio 
should be three industrial zones to one commercial zone. That 
ratio changes to two-to-one if your city's population is between 2 2 E = = 
21,000 and 60,000. Above that, the ratio should be one-to-one. As : Disp Modes 
for residential zones, the ratio changes to one out of three if your = = = All Bidgs. 
population reaches 200,000. Placement of zones is also important. 3 - 

Since commercial zones work best between other types of zones, 
fit them into empty spots. The densest commercial blocks should 
be built close to dense industrial areas. 
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POWER TIPS 


Several strategies come into play when building or 
planning a power system for your city. You must 
consider the power sources available at the time 
period when you begin the game and the long-term 
benefits of each type of system. The landform you 
choose may also limit your choices initially, and 
cost is always important. Power sources are the 
most expensive items short of arcologies. The 
best value for your money early in the game is 


INulear Fusion Reactor 
hydro power. It costs $20 a megawatt compared = |Output: 2500 Mega Watt 
to $30 per megawatt for oil and $100 per 
megawatt for nuclear. Furthermore, hydro pro- 
duces no pollution. The only problem is that you 
might not have any waterfalls. 


Clean, efficient and safe. 
Only thing is that it is 
very expensive. 


There's a solution for not having waterfalls. Build 
some. At the edge of your map, raise a line of land 
squares one unit high. Put water on the tops and 
slopes, then build dams and connect a power line 
to one end. It's cheap, endless power. When you 
reach the 21st century, new power sources 
become available, including microwave and fusion 
power. Fusion power is the most cost effective 
source at $16 per megawatt, but the reactor will 
set you back $40,000, and it might melt down. 
The energy-saving ordinance can reduce your 
need for more power, but it will cost a certain 
amount every year. Although solar power looks 
attractive, it's not. 


ARCOLOGIES 


In the future, people may 
live in giant, self-contained 
arcologies. There are four 
types of arcologies: 
Plymouth, Forest, Darco 
and Launch Base, and they 
range from $100,000 to 
$200,000. As many as -g 

65,000 SimCitizens can live ina single arcology. 
The Darco is the best unit for the money, popula- 
tion and amount of pollution. 


Prisons get criminals off the street, 
but they aren't the answer to a crime- 
ridden city. A full prison holds 10,000 
prisoners but releases one quarter of 
them every year. It can also become 
overcrowded. Prisons produce lots of 
pollution, too. A better solution to 
crime is to keep your police stations 
well-funded and to make sure that 
coverage is adequate. Use the map 
option to see your coverage. Finally, 
you can enact anti-crime ordinances 
that help reduce crime. 


SUPER NES EXCLUSIVES new cITY HALL 


Several gift items appear only in this Ree Fe 3.3 
Super NES version of SimCity 2000. cas 


The three units are the TV Station, 
Rocket Base and New City Hall. The 
requirements are 200,000 citizens for 
the TV Station, 3,000,000 for the rock- 
et base, and 1,000,000 for the new city = es > 
hall. POPULATION 1,000,000! 


ICONS 


GENTER VIEW 


Click the cross hair ona 
point of the map that you 
want centered. 


DISPLAY MODE 
Show all buildings, zones 


only, roads and the under- 
ground. 


QUERY 


Click on a building or 
square to see information 

2 about thatunit. 

INFORMATION 


View stats, set budgets, 
compare graphs and 
more. 


EMERGENCY 


Send police, firemen or 
soldiers toa disaster 
scene. 


ZOOM 

Zoom in or out, or rotate 
the view clockwise or 
counter-clockwise. 


MAPS. 
Map your city's popula- 

tion, value, , infrastructure 
and services, 


DISASTERS” 


Sendin fires, floods, ‘tor- 
nadoes, quakes; mon- 
sters and hurricanes. 


UTILITY 


Save the current gam 
load agame, or start 
newcity. 


OPTIONS |” | 


Read newspapers 5, tog 
off disasters, und, 
| music and tim 


Rare 


Hee natashons j 
the relati \/ 
demand for i 
Residential, 
Commercial and 
Industrial zones. 
The actual demand 
isn't reflected perfectly because’ 
there is a lag period betwee we 
you build anew zone and when it is 
reflected in the meter. Use itasa 
general indication of demands and tl a 
balance of zones. Positive demandis._ 
indicated by bars extending above the 4 
middle of the meter, and negative 
demand drops below the line. 
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» fusion.-surrounding — Item 
A Points, especially for, those 
Po players who are. still in. the 
J beginning stages of the: game. 


Set 100 years before Lufia and the Fortress Of Doom, Lufia I: Rise of the 
Sinistrals is proving even more 2 popular thanits puzzle-laden predecessor, and 
with good reason. There are even more magical mysteries to solve than 
before, plus new characters and combat features. For once, the sequel (or 
prequel, in this case) is as good as or even better than the original! 


MONSTROUS 
GOOD FUN 


Lufia Il: Rise of the Sinistra 
puts even more pressure on 


the ol' grey matter than its 
predecessor, and that's just 
fine with hard core RPG/puz 
zle fans. We'll start off with a 
quick review of some ofthe 
common, general questions 
we've received, then we'll 
pick apart some of the 
tougher puzzles in chrprio- 
yp -logical’ ‘order. 


¢ Item Points 


7 here’seems to be some con- 


Certain”“items, weapons and 
pieces of armor have special 
attack-and/or defensive pow- 
ers that are fueled by Item 
Points. You earn Item Points 
every time you are hit or 
damaged, and your current 
supply of points is displayed 
on a meter on the battle 
screen. To use an Item Point 
ability, select the Flame icon 
on the battle screen. This will 
bring up a list of everything 
the current character has 
equipped. If an item or a 
piece of equipment has an 
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Item Point ability, it will be 
listed to the right of that 
object. 
Item Points to use that ability, 
it will be highlighted: 


If you have enough 


Item Point abilities greatly, expan 
your battle’ options. 


Capsule Monsters 


The Capsule Monsters are 
some of the most popular 
haracters in Lufia Il, and 
many players have asked us 


to reveal which ones are the 
most powerful and give their 
locations. We'll do better 
than that. The chart to the 
right shows the and 
clan of each monster, the type 


of magical power it wields 


name 


and its general location. The 
two best creature compan- 
ions are, in our humble opin- 
Flash and. Sully. Flash 
arts out as an unassuming 
little Shaggy, but shellifsopn 

mature into ‘thé party's is 
healer Sully is Of the ,veB- 
etableliké Radi disher cla 
and with the e proper nutrition, 


ion, 


ov fll fighter. Jf 
[0s players seem to have 


“North Dungeon. 


nd Pak d 

it. When 1 it mov 

walk me one a“ 
one space an “right one 
ice’ “Thesstaircase should 
/move downward. Now walk 
leftone space, down one 
“space and right one space 
? again. After the 
: moves, walk left one space, 


staircase 


: down one space and right 
one space one last time. The 


cmaamsoel | 
eae ee 


Finding Flash will be well worth 


oe the effort. 


he'll become the p 


staircase should now be 
trapped. Go down to the next 
evel, then walk left and 
down through the door. 


“In the next room, push the 


no problem Ainding. Sully, 
‘obably because he's right 
next to the: path through 
Flower go fa out | 
hé Lufia Il review. in. Volume 
85y foPyclues.~ Hint: look 
ater you %s0lve the 
TJeleporter Trek puzzle.) Flash, 
on the other hand, is just a bit 
off the beaten path in the 


pillar one space to the right. 
Walk around to the bottom 
ide of it and shoot your 
: Hookshot straight up. Pick up 
: the pot and put it on the 
: switch to open the bottom 


: door. Push the pillar left two 
? spaces and go down through 
When you enter this grim : the door. 


pit, go all the way left and up : Take the staircase down, 
? then go right and up through 


: the door. You'll be in room 


through the upper left door. 
Then go left and down 
through the door there. Go up 
and left through the next 
door. 


: full of moving platforms. Get 

H on the first platform and step 

H on the right arrow twice. Exit 

} through the bottom door. 

: Hook your, ay up, right 

i down and right ae 5 
straight up to find Flash. Once j 
she has joined up, retrace your’” 
steps and exit this chamber to. 


You'll now be in a room 
with a staircase that moves 
when you approach it. The 
trick here is to literally back it 


into a corner. From the clue 


ign, walk straight down to 
ot left 


the staircase, Get o} 


Blaze (Dog) . i 
Flash (Shaggy) North Dungeon 
Tower of Sacrifice 


Flower Mountain 


Gusto (Hard Hat) 
Sully (Raddisher) < 
t ) r ar Sea Cave 

[ Capsule MonsterShrine 


Odds & Ends 


The last few general FAQs 
we'll take care of all at once. 
Tia, Dekar and Lexis eventu- 
ally leave the party when 
their own adventures pull 
them away. Despite desperate 
pleas from our readers, we're 
sorry to report that there's no 
way to get them back; that's 
just the way the plot unfolds. 

If your characters some- 
times start a battle in reverse 
or scrambled order, _ it's 
because they were 
"Surprised" by their oppo- 
nents. You can change the 
party order in battle using th 
Arrow icon, but if they! 
doing fine, you ean leave 
them alone. They'll reorga- 
nize themse yes automatical 
lyonce he ee over” 


Reorganize your party to keep 
strongg fighters up front. 


Lastly, some players are 
wondering how to divest 
themselves of Cursed items 
they foolishly slipped on "just 
to see what would happen." 

, The only way to Unequip 
them is to go to a church and 
use the — Lift option. 
Remember that curiosity 
killed the dragon-er, cat! 


Tre sure Sword 
rine 


Now it's time to take a look at 
some of the puzzles and per- 
ils that have many a hardy 
adventurer running scared, or 
at least scratching their heads 
in confusion. The first is locat- 
ed in the Treasure Sword 
Shrine. You'll eventually 
come across a "platform 
room" with a single treasure 
chest in it. To get to the chest 
from the staircase, walk down 


and step on the left platform. 
Ride it to the left. Step onto 
the next platform to the left 
and ride it up. Step onto the 


The Cold Rapier will come in ae 
very soon. 


next platform and tide it to 
the right. When it stops, step 
off and wal 

jown. Take-A couple of steps 
to the eft and board the - plat: 
form above you. When it 
stops,swalk ups. and oper the 
sheet for. 1 theCold 

In. the rooth 

switches, you'll mse? to flip 
then in a particular order to 
“, a a platform move over to 
Ou~ Start by flipping the top 
tert switch, the bottom left 
switch and then the top left 
switch again. Move to the 
right side of the platform. Flip 
the bottom right switch once, 
the top right switch twice and 
then the bottom right switch 
one last time. Walk down 
across the platform and then 
right and up to the exit. 


Ancient Tower 


The Ancient Tower is the next 
stop on our dungeon tour, 
and one of its biggest attrac- 
tions (sure to please monster- 
lings of all ages) is the 
Monster Races. The clue sign 
gives you some good advice, 
but if you really want to juice 
the race, here's what you do. 
Go up and step on the right 
teleporter. Swing your sword 
to make the skeleton come 
over and hit the activator 
switch. This will send you to 
the upper door for the win. 
As with many of the puz- 
zles in this game, the solution 
to the room with the two stat- 
ues (standing on red and blue 
rugs) is maddeningly elusive, 


all the way 


but embarassingly simple 
once you've figured itout. Hi 
the red statue three times with 
your sword/and hit the blue 
statue five/times. Now step on 
the switeh between..them to 
open the bottom door, Go 
down through the door Ao 
finda Save Spot” j 

After you defeat Gades, 
he'll-try to sink, the island. 
You! ll be/separa ed from the 


rest | of the party and given a 


choice) to go. down one of 
three staircases. Walk down 
“the right’ Staircase and destroy 


the red statue with a bomb. 


Go back upstairs. Go down 
the upper staircase. Follow 
the path to a blue statue and 
shoot it with an arrow. Return 
to the upper room. Go down 
the left staircase. Go up 


Destroy the red and blue statues 
to lower the blocks in other areas. 


through the door and down 
the next staircase. Walk on all 
the tiles to light them up, then 
go down through the door. 
Light up all the tiles in the 
next room to open the bottom 
door. Go down through it and 
the next door to exit the 
tower. Climb down the ladder 
and enter the door. Walk up 
and step on the tile. Iris will 
appear and transport you 
back to Parcelyte. 


North Lighthouse 


: The North Lighthouse has i 
only one major puzzle left : 
; that wasn’t covered in a past : 
: review, and that's the Arrow : 
: Enigma. The clue sign in this i 


room states, "The door the 
arrow's pointing at opens." 
First of all, move the top 
block one space to the right. 
Now push the second and 
third blocks from the top two 
spaces to the right. Lastly, 
push the” bottom block one 
spacga fo the right. The blocks 
shotild now form a crude 
Arrow pointing to the right. If 
you make a mistake, use the 
Reset spell and try again. 


Phantom Tree 
Mountain 


Your search for Jyad sets you 
up for a most unusual task. In 
one area, you'll need to make 
some grass and bushes grow 
to open a door. Walk down to 
the left side of the left bush in 
the bottom row without step- 
ping on any bushes. Once 
you're in position, take two 
steps right, one up, one right, 
two up, one left, one down, 
one left, one up, one left and 
three down. Walk around to 
the right side of the bushes in 
the middle row and step on 
the right bush. Now go to the 
top center bush and step on it 
to trigger the door. If you go 
up through the door and cut 


This is one of the trickier puzzles 
you'll encounter. 
down the bushes, you'll dis- 
cover a treasure chest. Open it 
to claim the Fire Arrow. 
That's all we have for this 
month, but later, we'll pick up 
right where we left off with 
tips on the Tower of Sacrifice 
and points beyond! 
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she find a dashing drake with my intelligenc 
s? Besides, I'd been meanin 
and explore the island. Just a 
one of the elevator 
the lobby. 


It's a good idea to know what stuff to look for in case you lose your luggage or just 
your luggage key. Take a gander at the gear every detective needs in the field. 


A Password Luau isn’t cheap. “<= “*) Duekfuscious say: Ancient Yin- Duckfuscious add: Ancient Gold - 
Collect all the treasures so Yang coins bestow some ninja Yin-Yang coins bestow even oy 
you can pay for your\. = energy upon the coin holder. more ninja energy upon the ‘ 
ticket. holder. 


i) Cl, 


‘ *- Lightning Beetles are homing Fire Beetles have a wide Hit a Shrunken Head and it YE 
ew, bullets calibrated for the arc and can burn any turns into a Continue 
By vintage 1935 fool who irritates your ; Point. You'll start here if vr 
Westchester Bug itchy trigger finger. your luck runs out. ai 
Gun. SS 


How about a nice Maui Punch? 7 Ye Down an entire Pitcher of Punch and | 
BLA $ Guzzle a Glass of Punch and you'll 7 your life points will be restored to 
} restore 15 life points. J full strength. 


Feeling like a lowlife? Touch a 
Golden Maui Token and you'll 
feel extra ducky. 


Zombie Powder Bags will 
increase the maximum total of 
your health points by 50. 


\, 


ew et _ <i _ 


60.0 MANNION 


jaaaey D 


| did some digging around town and found out that the Mojo 
Idol shared the same name as a dilapidated shack on top of a 
nearby hill. The house was zoned for creepine 


to watch my waddle or I’d end up at a dead end-and I’m not 
talking about back alleys. The door was open, so | waded into 
. | knew | had dusty cobwebs that clung to everything like a ‘Frisco fog. 


Us __ MAUI MALLARD IN COLD SHADOW @ 


SIN UidNs 


This creepy joint is jammed with spiders the size of coconuts. You're the only ducky exter- 


-_ a ae 
Rene Coors minator for several hundred nautical miles, so grab your trusty Bug Gun and start cleaning 


house. Take the discarded family heirlooms to cover your service fee. 


6 6 69600 


= 


| stopped to rest against a bookcase, not 
realizing that it was a trapdoor until my 
tail feathers slammed against the dank 
dungeon floor. If | wanted to see another 
tropical sunrise, | had to keep an eye 
peeled for traps. 


PRESSURE PLATES 


The room went dark. A shot rang of 
Dang! Missed again! Stay close to the 
glowing bug and keep an eye out for spi- 
ders scurrying out of the shadows. To hit 
the lowest arachnids, hold Down on the 
Control Pad while shooting. 


IN THE DARK 


METAL SPIDER 


RIB cccccecen 


ee — le 


I) TPP 


Mya 


ROUND 


»—— Mojo idol? Giant spiders? This was no 


ordinary case. | was confused and 
exhausted. Seeking guidance, 


—} 


a CRTs 

The local witch doctor was waiting 
inside the dojo. He must have thought | 
looked out of shape, ‘cause he created 
an army of ninja clones to spar with me. 


STRONG BOXES 


p returned to my dojo. 


Rau eee . Raw THs 


The rain beat against the jungle fronds as 
| hid in the shadows, my staff cradled 
against my chest. It was a bad day to be 
a ninja clone-a really bad day. 


SMASH TEST DUMMIES 


lan 


fw 


MUTOR. 


MAYNEM T 


iY 


Ran Qi 

| made my way to the Muddrake village 
as the playful natives shot tiny darts at 
my tail feathers. They didn’t bother me 
half as much as the pesky insects. 


PAJAMA TINE! — 


ae ees 


Reve TWH! é 


The village was in chaos. Apparently 
some of the natives didn’t know about 
my lunch appointment and thought | 
was a feathered version of Godzilla! 


LI'L MAUI 
ry, Was 


SACRIFICE 


OF 
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My training was nearly complete but the 
witch doctor had one last prescription 
for me. All | knew was that | wasn’t going 
to swallow this pill lying down. 


THE SWINGING DUCK 


In the heart of the jungle lived a band of tiny 
natives called the Muddrakes. | heard that they 
wanted to have me over for lunch. 


enw TES 
Peals of laughter echoed through the vil- 
lage. | finally found the party! The 
Muddrakes were organizing a strange 
contest and | was invited to participate. 


THE COLISEUM 


222282 Le 


After defeating the Muddrake champion, | was car- 
ried to the top of the volcano by the ecstatic 
natives and thrown into the fire. 


Raw THs 


Exhausted, | sat down on a piece of pumice 
to await my fate. As the lava surged around 
me, the rock began to float. Eureka! | would 
float my way to the top! 


RISING TIDE 


The mountain was erupting! | was out of 
the volcanic frying pan and into the 
molten fire. | had to hurry to stay one 
swing ahead of the hot, liquid rock. 


ERUPTION: 


I'd been in hot spots and made some long 
leaps in my time, but this volcano was the 
brimstone Olympics. Only my ninja skills 
kept me from becoming roast duck. 


TINY BUBBLES 


MAUI MALLARD IN COLD SHADOW *) 


Reuss THe 


| was steaming mad. The Muddrakes ear have been one sorry a if 
SHE hadn’t stepped in and stopped me. | had to make peace with the 
tribe, pass their test and earn their trust. 


SIN didNs 


Knock down all of 

the tricycling 

Muddrakes. Touch : 

the whirlwind to spin and bounce 
off the natives as you rebound. 


Making this turn is one of 
the trickiest moves in the 
game. If you can spare the 
health points, cut the corner 
by hitting the spears. 


(ais ais Ni AN 


Press the X Button to jam Maui’ staff 
between two walls. If you jump and 
press the X Button again, you'll start 
climbing skyward. You'll need to master 
this jumping technique in order to com- 
plete the game. 


The Muddrakes said | would.find:the idol if 
! returned the bones of Quackoo to the 
Realm of the Dead. Quackoo was last seen 
sailing away on the Flying Duckman. 


Push the mine anchors against the ships’ You can take the high 
bulkheads and detonate the mines with or low road, but you 
the Bug Gun. To swim to the x¢ 5s 4% 3 won't have time to get 
opposite side of amine, jumpup * * every ounce of bullion 
and fire your gun into the floor. fa a ‘ before you're swept 
You'll use your gun to propel i es ae up in the rolling surf. 
yourself throughout the maze. f oa 


The Flying Duckman broke 
up near the surf, and the 

waves discourage would- 
be treasure hunters. If you i 
see a wave, fire your gun hump into the swords 


repeatedly to propel your- you'll slow down. Hurry 


self into calmer waters. yb. Ne Sa up or you'll hit the eG 
CAN Ee wave. 3 Pony IN Yo 


You can collect a pile of 
plunder along this nar- a 
row path, but if you u omy % tH 


While most of the ship's cargo is 

spoiled, the seawater hasn't ruined a 

handful of barrels filled with carbon- 

ated water. If you find one of these 

white barrels, shoot it open and jump into the rising col- 
umn of bubbles. You might jet up through the waterlogged 
ceiling. 


The Captain of the Flying Duckman is trying 
to shanghai Maui. Dodge the bobbing mines 
and the schools of fish before you take your 
best shot at the skipper’s ugly mug. If you 
concentrate on avoiding the obstacles, 
you'll find it fairly easy to send the crooked 
Captain to the ocean floor. 


MAUI MALLARD'IN COLD SHADOW 


If you want to explore the Flying Duckman from the mizzenmast to 
the poop deck, you'll need to master the fine art of Bug Gun propul- 
sion. This skill is critical for survival in the second part of the ship, 
where you'll race against a churning wave. Maintain a steady course 
by firing in both directions. This technique keeps you away from 
sharp objects and eliminates 

some of the enemies lurking in 

the shadows. 


3¢ 
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The Realm of the Dead was the eter- 
nal end. ofthe line for Quackoo,and 
a flock of other dead ducks. | still 
had to drop him into his final resting 
place before he’d hold up his end of 


our deal. 


| laid Quackoo’s urn on the sacred bur- 
ial ground and waited for him to materi- 


alize. “Duck!” A voice beckoned in the A lethal mist slowly rises from the bottom of the 
mist. | couldn’t see who was calling me. set, Sess timing every (hing in Pe Batt Stay a 
Wick” Kare ; : -F the swirling cloud by jumping up the platforms ant 
Duck! Ker hunk! An evil Mojo Spirit shooting the Mojo Spirits. If you find that you can't 
bounced off the top of my head. climb any higher, wait for the urn with Quackoo’s 
- remains to float up with the vapor. Quackoo will 
create a magical , 
platform so you can 
climb up to safety. 
A swarm of ghosts is attempting to 
spirit away Quackoo’s remains before 
he can reach his final resting place. 
Use your Bug Gun = 
and the Firefly SY 
Bullets to keep bs 
the unwelcome 
entities at bay. 


MAUI MALLARD IN COLD: SHADOW. 
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With a wave of his bony finger, the grateful Quackoo 
teleported me to the Mojo Idol. It was a short trip. | mate- 
rialized on a rocky cliff high above the island. Shabuhm 
Shabuhm, an evil Mojo Shaman, danced between two 
pulsing orbs. Lightning bolts raked the purple sky on 
all sides of thealtar. If | would wrest the idol from the 
electrified shaman, | knew the island could be saved. 
But how would | do it? For brief moment | saw my fate 
in the glittering eyes of the idol. Now | was playing 
with Power! 


PUAN 


MOJO SHAMAN 
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right to hold the Killer Instinct 
match in your favorite arena. 
Now it begins. Move against 
move, the fighters clash, 
throwing special attacks at 
each other and _ stringing 
combos together to inflict 
maximum pain and humilia- 
tion. You can sense the mas- 
ters at the Ultratech Corp 
sweating bullets. Your oppo- 
nent screams out his challenge, 
“Sammamish!” and rushes for- 
ward, but you have all the 
cards, Unexpectedly, you whip 
out a special combat effect 
and trip up the rash pre- 
tender. Oof! It’s over. He 
doesn’t get up. But 
maybe it’s just the 
beginning. 


@ wnrenvo power 


Your fighter is primed and ready. 
You have all the moves. A bit of 
shrewd bidding won you the 


iller — Instinct 
has a new face 
and a new bat- 

tlefield thanks 

to Topps Games. 

KI, the Collectible Card Game 
takes the excitement and strate- 
gy of the Nintendo video game 
and turns them into a multi- 
faceted strategy game played with 
cards. Following the success of 
collectible card games such as 
Magic: The Gathering, Topps creat- 
ed a game that takes players behind 
the scenes of KI as well as into the 


yes Cribe to py. arena. You sign up your favorite fight- 
this is cial Feat 1 endo P ers: TJ Combo, Riptor, Cinder, 
Powesu-If yoy tlie Power Kien? foun iy Pehant ree te F 
Selt-agqretail Vou cx°4 Your cop With Fulgore, Orchid and all the rest, then 
to the followed Stampeq 4 ¥ of create stacks of moves and _ special 
Your card wing address tor lope moves to be used in combat. In addition to 
Mail your Sq ceive the fighter stacks, you’ have an active hand 
feat The Powe? that includes special combat effects that can be 
ThePtion ard played on top of your moves. In the Promotion 
One Whiseo™Pany Phase of the game, players hold bidding wars to 
New York. viStreet control arenas and gain special advantages. If you’re 
004 into collectible card games, you'll find KI to be refresh- 

ingly different—complex but filled with action, too. If 

{ you're into Killer Instinct, you'll experience a whole 


J 


ie new side to the dark, 21st-century blood sport. 
x Either way, KI the Collectible Card Game turns 


q 


aq 


out to be a winner. 


ypically, you play KI with a 60-card deck 
which is the size of the starter deck from 
Topps. Expansion sets are also available for 


players who want to customize their deck 


and set them up with the best mix of cards possible. In the 


section below, you'll learn about the different types of cards. 


Ss 


Play proceeds in four steps: the Draw Phase, Promotion 
Phase, Combat Phase and End Phase. In the Draw Phase, 
players fill up their hands, move cards and discard extra 
cards. In the Promotion Phase, players bid for arenas and 


make match-ups. The Combat Phase determines the outcom 


of battles. In the End Phase, you add up victor 


e 
vi: 


points in your trophy pile and determine if winning condi- 


tions have been met. 


The heart of the game is the Combat Phase, and the heart 


. MOVE 


bonne a train, hit like a 
locomotive!” 


Special Moves are used by 
specific fighters. Combo 
uses the Rollercoaster, for 
example. 


b 
move that can 
al fighters, 'S col : 
Basic Move. Sia eTsus 


Grudge Motch! 


ee! % 


pmomnaTion EFFECT 


ike Draw Effect cards, 
Pain Effect cards have a 
wide range of effects on the 

ame, ranging from victory 
points to matchups. 


be 
raw Effect ewe PW Phase. 


ing th 
played during radow Corp 
They represent Sy fateful 


if 
sources ol is 
‘action or consequenc 


of the combat is the innovative bloodline on the tops of the 
cards. It works like this: opponents show their cards at the 
same time and place them head-to-head. If your bloodline 
covers the area where your enemy’s damage number appears, 
then you get a hit. Each fighter begins with 28 hit points, 
which are counted down with markers or pencil and paper. 
The second innovation in KI the Collectible Card Game is the 
use of combos. Combo symbols appear on both sides of 
Move cards in three different colors. If you get two hits in a 
row and the combo symbols match on the two cards, then 
you score extra hit points for the combo. Once you grasp 
these two concepts, the game becomes a matter of strategy in 
which you outmaneuver your opponent. When you add the 
wide variety of Combat Effects that can be played on top of 
the Move cards, you get a very involving game. 


Blazing Suny 


When the lights are about to 

a on yout fighter, you 
play a Danger Move 

sudden turn aoind me 


COMBAT | 


COMBAT EFFECT) eo 
‘ay intial arb ast Moe a Seqene i 
‘tesolved. inde may immediate play op to 3 ree Moves, 
‘hl ny al id wh to ab Suen, 
fo Canbs, Ce hated ne Seuence oy 
‘are play 2 card fr te fret three Moves, 

“Lets tm ay he shedy!” 


These effects are pla ed duri 

a fight and can change the ee 

pee a action. They can 
Ip on the damage or bl 

opponent's mais” ee 
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LET'S 


On this page 
first, but once y 


n the draw phase of 

the game, you can 

play any Draw Effect 
card. For instance, you could 
play the Efficiency Expert card, 
which allows you to draw an 
extra card every turn during the 
Draw Phase. That gives you a one 
card advantage over your oppo- 
nents, who can draw only two 
cards. You might also play Corp 
Penetration—a Draw Effect card 


FAKEA 


2w sample moves play out. 
e Collectible C 


s, KI t 


that forces your oppo- 
nent to reveal his 
hand and discard all 
duplicates. In the 
Promotion Phase you 
might play a card 
such as Even Up. 
This card forces your opponent to 
reduce his fighter stack to match 
the number of cards in your 
stack. If you really want an 
advantage, you could play the 
Team Up card and add a second 
signed fighter to your match. 
Promotion Effect cards can also 
be used to boost your Trophy Pile 
winnings or to give you an edge 
when bidding for an arena. 


THE FIGHT BIEGINS... 


(Mui waoyrayy iapdeu 
porns 


Powerline! 


a 


Jago, the top line of 
cards, misses with 
his punch move while 
TJ Combo (the lower 
line) lands a special 
punch for four points 
of damage. 


TJ plays Knee 
4 the iconon the 
Since the Knee KO beats 


Jago’s Low Medium Kick, TJ 
gets the hit and a Combo for 


3nOU! THD3dS 


jwannnopuy 
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TJ Combo makes it 
two combos inarow 
by matching the red 
foot icons and get- 
ting the hit while 
Jago misses again. 


KO tomatch 


Powerline card. 


extra points. He also plays a 
Combo Effect card that adds 
another point of damage. 


@ wnrenvo power 


PLAYER ONE DAMAGE _ 


PLAYER ONE BLOODLINE _ 


PLAYER TWO BLOODLINE 
PLAYER TWO DAMAGE 


It may seem complex at 
Card Game moves pretty fast. 


has 
Sa A 
ing war v8 


Both cards are placed so that their top 
edges match up. To determine the outcome 
of the moves, you compare damage points 
and bloodlines. If the damage number on 
one player's card falls within the range of 
the bloodline on the other player's card, 
then the first player takes damage. 


now 1509, 


4 


5 Sa 
= 


Se, 
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Harr wayyrous tay 


Giisit MOUE 


“weet Jago finally In this move, 
turns the Jago gets a 
tables and combo but 

i then loses the 


gets ahit with 


the Low Fierce Kick, then bonus damage because TJ 
adds the Kick It Combat Combo plays a combo 
Effect for an extra point of breaker card. In fact, Jago 
damage. TJ Combo then ends up taking two dam- 
slaps on the Inspiration age points. 


card to negate Jago’s 
special effect. 


Not only does KI the Collectible Card Game 
have excellent game play, it's also a show- 
case for computer rendered art. All of the 
new scenes are based on the characters and 
styles from the KI video-games, but Topps 
Games went even further to bring to life the 
dark, cyber-future of Ultratech. Digital, 3-D 
artists, such as Norm Paul Dwyer and Kurt 
“ Kanellos, rendered’ it almost real. 


Fire Cat! x2 
Flik Flak! 


High Quick Kick! 
High Quick Punch! 
Humiliation! 

Low Quick Kick! 
Low Quick Punch! 
Niguu Giri! 


CUT TEI 


LEGION OF THE DOOMED 


WINNING DECK 
HIE KI NATIONAL ClLAMPICD 


city! 


EFFECTS 
Corporate Raid! x2 
Death of Orchid! x3 
Efficiency Exxpert! 
Even Up! x3 
Exploitation! x3 
Holding Corp! 

Idea Men! 
Inspiration x3 
Laser Batons! 
Mole! x2 

Network! 

Recycle! 

Rule the World! x2 
Saboteur! 

Shadow CE( 
Shadow Spi 

Stall! x3 


ou can find the Ice Cave near the 

only series of waterfalls that cas- 

cade down the east shore of Ever- 
Frost Island. Two rivers flow beneath 
Ever-Frost’s frozen peaks. While you can 
swoop down into either the right or left 
cave, the cavern on the right is much 
longer and is filled with broken blocks of 
ice and turbulent waterfalls. If you want 
to explore the entire length of the Ice 
Cave, you'll need to use the Rocket Belt. 


HERE ARE THE WARP STARS? 


here are four warp stars in 
PilotWings 64. Whenever you 
touch one of them, you'll be tele- 
ported to the Bird Man Stage. You'll need 
to use the Rocket Belt to find most of 


me 03°01"55 


Look for it along the island's southern coastline. 


@ NINTENDO POWER 


raced waterfalls along the east shore of Ever- 
Frost Island. You should enter the right cave. 


them. Look for Holiday Island’s warp star 
along the southeast coastline. Crescent 
Island’s warp star is inside a small cave at 
the base of the north shore cliffs, near the 
runway. You must rocket your way to the 


69 ko‘) rT — 


Crescent Island’s warp star is hidden inside a 
tiny cave below the island's northern bluff. 


al ris 


If you're good, you can use any aircraft to enter 
the Ice Cave, but you'll need the Rocket Belt to 
reach the warp star at the end of the cavern. 


a 


end of the Ice Cave to find Ever-Frost 
Island’s warp star. Finally, if you soar 
across New York’s miniature version of 
Central Park, you'll discover the warp 
star for Little States Island. 


You'll find the warp star on Little States Island 
in New York's miniature version of Central Park. 


ou’ll find Samus in the guest room 

iN of the Mushroom Kingdom Castle 
after you complete the Star Hill 

area and before you venture into Nimbus 
Land. Stay in the Mushroom Kingdom 
Inn, then go to the Mushroom Kingdom 
Castle. After you enter the castle, go 
through the door on the far right. Go 
through the door at the top of the room to 
reach the guest room. Inside you'll find 
the best bounty hunter in the solar system. 


~~ HOW_DO | 


Complete Star Hill, then return to the Mushroom 
Kingdom before continuing to Nimbus Land. 


You may need to visit the Mushroom Kingdom 
Inn before Samus signs the guest register. 


icking up the Princess’s crown is 
Pp... of the trickiest tasks in the 
game. The crown is sitting on top 
of Booster’s head. To retrieve it, stand to 


Now I‘ve' dropped) my ‘shoes, 
my ring,...my brooch and 
ene MYICROWN ELS 


I - 


The Princess's crown will land on top of 
Booster’s head after the wedding is broken off. 


the side of Booster, face him, and press 
the A Button. Since the A Button is also 
used to talk to people, you cannot take 
the crown while Booster is facing you. 


To jump on Booster’s head, face him and press 


the B Button before he turns toward you. 


You can’t get the crown by standing on 
Booster’s head. It’s important to remem- 
ber that you must be facing an item 
before you can pick it up. 


You cannot pick up the crown if you're standing 
onit. Jump back down and try again. 


ou can get the Attack Scarf from 
the K-9 in Monstro Town if you 
execute 30 consecutive Super 


Jumps. Enter the second door down from 
the upper left corner of Monstro Town. 


Inside you'll find a K-9, a Thwomp and a 
Piranha Plant. You need to practice the 
timing of your Super Jumps to pull off 30 
leaps. The timing of your jumps will 
change around the 16th and 17th jumps 


and later around the 22nd and 23rd. 
Wait until Mario’s feet hit the floor before 
you leap into the air again. You can win 
the Super Jacket here if you accomplish 
100 consecutive Super Jumps. 


Go for the Super Jump record and win the 
Attack Scarf in this room in Monstro Town. 


Time your leaps so you execute another Super 
Jump when Mario's feet touch down. 


After you win the Attack Scarf, try going for 100 
jumps. If you make it, you'll win the Super Jacket. 
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WHERE DO | FIND THE MOOGLE 


CHARM? 


he Moogle Charm is hard to find 

unless you know how to get it. 

You need to stand exactly where 
Mog was waiting when you found him in 
the mine behind Narshe in the World of 
Ruin. While standing on the spot, face up 
and press the A Button to receive the 
Moogle Charm. You won't encounter any 
random monsters when Mog is in your 
party equipped with the Moogle Charm. 


Received “Moogle Charm”! 


You'll find the Moogle Charm if you stand in the 
spot where Mog was in the mine behind Narshe. 


Watt Ring 
“Gauntlet 


te Cape 

g bon 36+ 36 
we Moogle Charm ina 26+ 26 
pRunningshoes >} Pwr 35+ 35 
>Zephyr Cape . Pu 256 +256 
rPod Bracelet 9129 
pHyper Wrist - 10% 10 
speace Ring Mag. Der100+100 


The Moogle Charm nullifies random monster 
encounters. Mog must have the item equipped. 


HOW DO | DEFEAT WREXSOUL? 


here are two methods for defeat- 
ing the wicked Wrexsoul who 
haunts Cyan’s dream. The easiest 
technique is to defeat the two flaming 
Soulsavers hovering nearby. Cast the X- 


The easiest means of defeating Wrexsoul is to 
simultaneously X-Zone the flaming Soulsavers. 


Zone spell until the Soulsavers are 
destroyed. To win the battle, you must 
defeat both of the Soulsavers simultane- 
ously. If you don’t have the X-Zone spell, 
you'll need to defeat and revive each of 


If you don't have X-Zone, ferret out Wrexsoul 
by defeating and reviving your companions. 


the characters in your party until 
Wrexsoul reveals himself. This is the only 
way to find Wrexsoul, who is hiding 
inside one of your characters. Your party 


members should be at least to level 55. 


ae 


CELES 


apie 
SoulSaver 


After you've exposed Wrexsoul, fight him just 
like any of the other tough baddies in the game. 


he Ancient Castle is listed as 
Odin's Palace, #23 on the World 
of Ruin map packaged with your 
Final Fantasy III game. If you don’t have 
the map, go to Figaro Castle and talk to the 
elderly gentleman in the engineer's room. 


To reach the Ancient Castle, you must travel 
beneath the desert in the mobile Figaro Castle. 


@ srenoo power 


Tell him that you want to go to Figaro and 

he'll pull some switches that cause the 

castle to submerge beneath the desert. 

During the journey, the castle will stop and 

the man will mention something about a 

"strange stratum" in the bedrock. He’ll ask 
ething... 


| » ‘Continue journey) 
(Stop and explore) 


During the journey, the old engineer will notice 
the strange stratum in the desert's bedrock. 


you if you want to continue your journey 
or investigate the rock. Tell him you want 
to stop and explore. Walk to Figaro Castle 
dungeon’s far right cell. Inside you'll see a 
hole in the wall where you can enter the 
cave leading to the Ancient Castle. 


Go to the Figaro Castle Dungeon to find the 
cave leading to the Ancient Castle's old gates. 


THE LEGEND OF ZELDA: 
LINK’S AWAKENING 


| HOW DO | DEFEAT THE ARMOS 


| KNIGHT? 


| f you’re not using the correct 
weapon, defeating the Armos Knight 
" inside the South Face Shrine can be 


a daunting task. You need to use your 
Bow and at least ten arrows. The first five 


You need to use your Bow and at least ten 
arrows to pierce the Armos Knight's armor. 


arrows will destroy the knight’s shield 
and another five will crush his stone 


armor. Try to keep your distance by 
standing at the bottom of the screen 
while shooting upward at Armos. You 


Avoid the knight's ground-pounding stomps by 
using the feather to float above the floor. 


can also use your feather to jump up in 
the air and avoid the earthquakes creat- 
ed by the knight's stomping feet. When 
you defeat the Armos Knight you'll find 
the Face Key for the North Face Shrine. 


23 


You can hit Armos in the air or on the ground. Try 
shooting at him from the bottom of the screen. 


WHERE IS THE MAGIC POWDER? | 


Wy ou need to find the Sleepy 
‘WW Toadstool and deliver it to the 
witch in the Mysterious Woods 
before you can receive the Magic 
Powder. From the Raccoon, walk down 
a screen then right one screen to a cave. 
Walk all the way through the cave to find 
the Sleepy Mushroom on the other side. 
The witch will make you 20 sacks of 
powder. If you run out, get another toad- 
stool and have her make more. 


Q: How can! find the different routes 
through the game levels? 
| Try destroying the doors you see in the- 
background scenes of the stages. Some 
stages do not have doors or different 
routes, but it's important to try all of 
them. 


Q: Can you get the guy out of jail in Round 2? 
No. You cannot break him out of jail. 
Besides, he’s one of the bad guys. 


| 
| 
| 
| 
| 
| 
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You'll receive 20 sacks of Magic Powder the first 
time you give the Sleepy Toadstool to the witch 
in the Mysterious Woods. Magic Powder works 
on the Raccoon and has other uses, too. 


WRARAA: 
PA ALAL 2 
MA AAL 


You won't receive more Magic Powder or finda 
second toadstool until you use up all of your 
powder supply. Return to the forest to find 
another Sleepy Toadstool in the same spot. 


Q: What does diagram do? 
The diagram displays the percentage of 
fleas you collected in the stage. 


Q: Is there any way to continue? 
No. 


Q: How dol get credit for rescuing a mini- 


flea from a Pain Pod? 

Wait until a number starts counting 
down above the pod, then rescue the 
mini-flea. 


White f | 
Counselors’ Corner | 
P.0. Box 97033 | 
’ Redmond, WA, 98073-9733: 4 


Q: How dol get the Power Pellet on the 

platform above my head in the Fire 
Man Stage? 
Go to the right and freeze the spurting 
flame with the Ice Slasher. Jump up on 
the frozen flame then hop back to the 
left to the Power Pellet. 


Q: How dol get the Power Pellet behind 
the steel wall in the Sky Fortress? 
Use a powered-up Atomic Fire blast. 
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Williams 
Entertainment 1s 


combining a quintu- 


plet of the biggest ~=AN ARCADE- IN- A-CARTRIDGE 


arcade quarter In the early ‘80s, the first wave of 


home video games was enjoying 
some success, but most of the fire 
and fury of the video game business 
was still centered in arcades. 
Innovative blockbusters _like 
Defender, Defender II, Joust, 
Robotron 2084 and Sinistar took 
design concepts and game play to 
new heights. Fans still count these 
among their favorites and search 


munchers 1n history © 
on one Super NES 
Game Pak. Get set for 
a five-star blast from 


the past? 


Players pumped quarters into these babies like : - < 
there was no tomorrow. Many still do! high and low to find them. Luckily 


for us, we won't have to troll the 
local pizza parlors anymore to get 
our daily allowance of Robotron. 
These classics are strutting their 
still-tasty stuff in a new collected 


Today's High Scores 


DEPP NORR 10000 ees 

edition for the Super NES. All of the 
DEPLNOLRE 1oOoou Fe . 

white-knuckled excitement and 
JOST 1O000 

seat-of-your-pants game play of the 
Jeti elas il nd originals are here, little dimmed by 
SINIST ME 1o000 


the passage of time and technology! 


© Defender 1980, 1996 © Robotron 2084 1982, 1996 
© Defender II 1981, 1996 © Sinistar 1982, 1996 
© Joust 1982, 1996 


GY) NINTENDO POWER 


ARCADE’S GREATEST HITS 


Defender broke out of the static over- 
head view, line-'em-up-and-shoot-'em- 
down game mold. The added complexi- 
ty made it a runaway hit. Its two objec- 
tives (a rare thing back in 1980) are to 
destroy wave after wave of invading 
aliens with your lasers and screen-clear- 
ing bombs, and to rescue helpless 
colonists as they are being kidnaped. 
Bonuses are awarded at the ends of 
stages for survivors, but if everyone dis- 
appears, your planet is kaput. 


SIN 43dNs 


SHIPS TD START 


aonus A 


DIFFICULTY INCREASE 
PHXIPIUN OF FICDLTY 
WAVES PER PLANET 
PESET prrinns 

ext If an alien ship grabs a colonist, you must destroy 
the ship, pick up the colonist and deposit him back 
on the planet surface. 


All these games let you set the num- 
ber of lives, difficulty level, scores 
for winning extra lives, etc. 


There are a variety of alien 
ships, each with its own 
behavior patterns (watch 
out for the Mutants, espe- 
cially). This was pretty big 
stuff back then, and 
frankly, they're still tough 
to beat! 


BOrBER Poo SHARTIER 
2sa ~\ 150 


If all the colonists are kidnaped, the 
planet will be destroyed, and you'll 
continue the fight in space. 


Then, as now, arcades needed vari- 


them is risky, though. 


ety to draw customers, but it was- there are enemies at 
n't unusual to find two, three or me other end, you 
four Defender consoles in a single _ouene da 


place. It was only natural to pro- 
duce a sequel, and how sweet it 
turned out to be! The premise of 
Defender II (originally called 


ours VO START 


Stargate) is the same as the origi- ponus nv 
. A ow ruuLry 
nal's, but the alien ships are pcuaiine Pex sae 
smarter and faster, and they swarm «Seiten 
LAY URUE FoR wRe 
in far greater numbers. There are kestv oenions 


also two Warps that allow you to iis 


slip to the opposite side of the Besides your nuclear bombs, you Used with caution, the Warpscan —_ Focus on saving colonists. You 
planet in the blink of an eye. also have a new Inviso cloaking save you time and maybe your can ensure a big bonus and clear 
device. bacon! enemies simultaneously. 
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Joust brought a whole new perspec- 
tive to the arcade game scene. Here 
was a 2-Player, simultaneous action 
game that didn't involve shooting 
something, and, to everyone's pleas- 
ant surprise, it turned out to be 
incredibly exciting to play! The idea 
is to knock a screenful of opp 
aerial knights off their mounts an 
collect the eggs they leave behind. 
You must hit your enemies from 
above, and they'll try to do the same 
to you. Your opponents become 
more aggressive in the higher levels, 
and they'll be joined by seemingly 
indestructible pterodactyls. 


If left alone, an egg will hatch a new, more powerful 
warrior. In the early stages, let the eggs regenerate 
once or twice, then collect them for big bonuses. 


In some stages, you must collect eggs before they hatch. Destroy the 
“indestructible” pterodactyl with a head-on hit to the beak. 


Whether it was the heartbeat-like 
soundtrack or the oh-so-simple yet oh- 
so-addictive game play, Robotron 
2084 was one of the most absorbing 
games ever to inhabit an arcade. Now 


you can destroy robotic renegades 
and save the last human family with 
your Super NES. The A, B, X, and Y 
Buttons have replaced the arcade con- 


You'll collect a bonus for every 
human you save, and the point value 
increases with each rescue, up to 
5,000 points. Mom, Dad and Mikey 
are counting on you! 


sole's second joystick for fire control. 

Angled shots are achieved by pressing 

two buttons (e.g., press Y and B to The trickin the 

fire down and left), and the system peeteranes ie to 
immediately clear 

works well. You must clear each arena 5 path to the edge 

of a dizzying array of robots and of the screen, 

collect as many humans as possible then run around 


before they're crushed beneath metal Deriien ves: 
clad feet. laser out in 
front of you. 
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"Lam Sinistar. | hunger!" With those digitized words, 
the artificially intelligent space station, Sinistar, struck 
terror and delight in the hearts of players everywhere. 
Taking a cue from Defender's success, Williams made 
sure this title wasn't just another shooter. Players 
must mine» minerals. to build bombs that will defeat 
meanti ime, Worker and Warrior robots 
minerals to build Sinistar itself. It's a 
ime, and ‘the: odds are stacked against 
ward!" : 


penoerox0s — FarnTs 


ying asteroids, 
Workers, Warriors and 

pieces of Sinistar. You 
can't, however, destroy 
Sinistar completely 
until after he's been 
fully constructed. 


cevstmes — rarers 


sanrstar execes — orers 


rock!" It was perhaps just this 
4 widespread loyalty that 
Williams Entertainment 
release Williams Arcade's 
Greatest Hits. The com- 
pany is not just bank- 

ing on nostalgia, 

though, and 

expects hordes 


ARCADE’S GREATEST HITS 


The stage ends when 
Sinistar is completely 
destroyed. Workers 
will need less and less 
time in each new 
stage to complete 
Sinistar, but you can 
get ahead start, since 
leftover bombs are 
cartied over. 


Help the Workers mine some minerals, 
then destroy them and scoop up the 
booty for yourself. 


Bombs can be intercepted, so wait 


be time to, "Run, run, RUN!" 


mooth learning curve as a 
f the games' appeal. "The 


the better you got, the more you could 
play. These days, you're dropping two 
bucks just to start a game. If you got 
good with Robotron, Defender, what 
ever, you could play for hours (on one 
quarter). It'll be the same feeling on 
the Super NES." 
Mike firmly believes that these clas- 
sics have more than a chance at new 
life with a new audience. "They'll 


until Sinistar gets close. Then it will 


"the quriatescratel video gam 


always be great, no matter the plat- 


designer's game, a player's game : 
fans became completel 
because "you alwa’ 


how long you could delay the 
inevitable. Man against machine, you 
couldn't let the machine win. All of 


ays. "Games have changed, 
makes them great hasn't. 
will be getting off on the 
that long-time fans did, 

e fans will be getting 

ver again. They'll be 

t like | remember. 
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GET READY TO 
WHIZZ, A MARRIED W 
WITH'NO TIME TO sPAREt 
SUPER NES PLAYERS: CAN. 
NOW JOIN TiTUs’s mn 


Whizz i$ in it 49 Winf 
Whizz_is_a well-dressed_rabbit-who’s 
trying to winea ‘hot air-balloon race, but 


for some strange reason he keeps losing 
his high-flying-craft! Ifthe heroic hare is 


\ to have any. chance. of finishing. first, 
he’ll- have to keep an: eye.on-the time 
while he hops around ten exotie land- 
scapes trying to-locate_his-lost balloon: 
While searching through the-amazing 
labyrinths, Whizz will-have to spin-like 

a- whirlwind to beat 
back baddies 
and snatch up numerous bonus goodies to 


help-him keep-ahead-of the clock: As well 
as. offering loads of fast-paced*challenge 


for gamers of all ages; the game provides 
players with plenty of chuckles while they u > 
help the funny. little-bunny. find-his ride- “While Whizz's main aimis tolocate his missing hot air 
balloon at the end of every-level, there are plenty of 
smaller goals to accomplish in the game, suchas 
launching little rockets, unlocking treasure troves, and 
discovering each stage’s special secrets: 


and become._a-winner! 


have to beg 
the stage. 


r A Robhits Rewsrdst 


If the-clever hare-searches, long and hard throughout every 
level, he’llearn-some fine rewards for-his efforts! Whizz will 
have'to find-some items (like blocks) just'to get past certain 
obstacles;-but-other items offer the rabbit better health, bonus 
points, or additional-time..Make sure you check the maps for 
the locations-of most.of-this loot! 


is 


Since Whizz will start each stage with only a 
limited amount of time on the clock; locating 
the Hourglasses is perhaps the most crucial 

L. part of the game!.These tiny timepieces will 

add 44 precious seconds to your quickly tick- 

ing timer, and because they're relatively rare, 
you'll have to be extremely mindful that you 
make the most of them! 


Te 


If Whizz comes across 
aKey, he should 
kKeep.alook out for 
either a treasure 
chest or a special 


Red Potions are the most 
powerful—and most 
raré—items that you 
> will find in Whiz. 
& The magic.elixir 


willcompletely door than needs to 
refill-the mush- be unlocked. 
roommeter Opening a chest will 
that keeps give the bunny some big 
track of the 


hare’s health. lead to his earning anextra life. 


low, you'll be-better off just finding 
your balloon as fast as-you can, 
rather than running out of time and 


You'll.find that there are plenty of 
traps:and perils placed throughout 
every level of Whizz, but, luckily, most 
of these hazards.can be easily avoided if you 
can.bunny hop both quickly and cautiously. 


bonus points which will eventually 


_—- — 


n Whizz, players will hop through four exotic lands in 
ten separate stages, each with its own unique chal- 
lenges..and unusual look. For example, when. the 
happy hare winds up in a wintry world, he‘ll-go for a 
slippery spin on.a‘sled, but later, when the bunny finds 
himself hopping along sandy shores and sunken ships, 
ie may end up becoming the captain of a submarine! 
While it’s tempting to. slowly-explore-every stage, it’s 
always.important to 
eep.an eye on the 
clock. If your timer 
is looking alittle 


in again at the start of 


Although getting to the balloonis acon- 

stant goal in the game, the unusual ways 
in which Whizz finally winds his way to it 
vary greatly from stage to stage. 


- _— 
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The brightly-colored cubes give Whizz the power 
to break down the doors that stand inhis path: 
The color of each block corre- 
sponds toa particular mate- 
rial, and the power it gives 
you is just enough to 
break down barriers that 
are made from the same, 
or weaker, substances. 


«st 


your path, don’t drink it, or Whizz 
will wind up with a bellyfull of 
bitter poison! But if you 

f should accidentally down 
some of this dangerous 
stuff, Whizz would be 
wise to look for a 
| nearby healing 
* box before 
the poison 
starts 
doing 
some 
serious 
damage. 


~ : bl xi ? ‘* 
If you spy a bottle of dark liquid lying in ™ 
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Y sles 


liffs in the Clouds 


Whizz-begins the game_on-some grass-covered. cliffs floating high, inthe clouds. This 
stage-is packed -with-all sorts of strange and dangerous. cliff-dwellers, like baby drag- 
ons, walking-pieces of wood,-and- even. waddling penguins! While they may be kind 


of cute, these tittle.critters-would love nothing more than to-delay Whizz. Be sure to 
look. for the-arrows:that point-out the proper path to-the lost-balloon. 


STAGE. 1-2 


Ci, PLCS 
AM eS ey 


If you pull off.a spin attack 
against one of Whizz's 
Opponents, it'll be 
replaced with one of two 
types of munchable mush- 
rooms. The red ones will 
restore Whizz's health, 
while the blue ones will 
only-do‘him harm. 


In this stage, Whizz will encounter some big buttons 
that, when pushed, reveal some previously hidden 


Why should Whizz walk. bridges: If the switch is on the side of a wall, Whizz 
whenhe.can catcha-free canhop on‘top of the button to get to whatever 
ride to the right‘on this bonus items might be on the ledge above it: 
floating platform? 

Besides, there are some ee 

baddiesjust waiting to STAGE 1 a 

fight with him on the In this stage of the game, you're going to spend 
lower ledge; should he tons of time just figuring out which way to go. 
skip the shorteut. There are plenty of buttons to push, loads of 


bonus items to pick up, and lots of chances to get 
Whizz totally-lost: 


If Whizzis clever-enough 
tograbthe blue, cobbled 
cube that's locatedon the 
ledge just above and to 
theleft of this area,he'll 
beable to. break up the big 
rock slab that's keeping 
this platform fromrising. 


aa 
\ STAGE 2 A Snoshound Bunny 


The bunny had better bundle up!'Whizz’s next stop is a world of perpetual winter where 
purple sea-lions, spinning pyramids, and’ pestering penguins are ~all_ itching to-put 
Whizz's game on ice. While you're much more likely to get lost in this land of slippery 
slopes and snow-covered cliffs than-you were in the-last lével,.there-are also-more hid- 
den rewards and secrets'to.uncover in this cool series of stages: 


LA | me 


it 
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Whizz can avoid this 
locked door if he heads. 
down the paths to the 
right. But being a great 
explorer, of course; he'll 
want to see what's on the 
other side. Search to the 
left for the key that 
unlocks ‘this barrier. 


Since Whizz doesn't have 
the:strength to hop to the 
top of this ledge, he'll 
have tolook to the red 
and white roller for-a lift. B 
Just climb aboard this \ 
tiny treadmill and press oe 
Upon the Control Pad. Bf 


This massive, black 
weight will'standin 
Whizz's way-unless he 
pushes the bright yellow 
button that's back to his 


left. He'll have to. move Working your way.Up 
fast though, or the heavy these moving platformsis 
weight will fall right back a simple matter of 


on top of his little head. patience, practice and 
precision..The only trick is 
tostart Whizz's jump for 
the next wooden platform 
just before it begins to 
emerge from the wall. ’ 


TAGE 


MAP 


STAGE 2-2 STAGE 2-3 


> a bh Whizz will complete this next Age) By this stage of the game, ; 
I ow 3 Z stage by sledding down anicy ea Whizz will need to launch - 
A Pee “2 Slalom course where he can = every rocket he can find to <6 
>, lam LAS ___“\ pick up some easy bonus ~j--gain some extra lives. This 
<__—~|" points each time he passes 


friendly killer whale will help 
himlocate the stage’s last 

rocket, but only if Whizzis 
nice enough to find the hungry fi 
orcaa tasty fish. : 


PN “Ss! through a pair of flags-But if-he 
gp § crashes.into a flag,he'll-fall off 
his sled and have to finish the 

A oh Course on foot: 


Witty, Witer, Everguhere! 


Having left the snow:farmbehind, Whizz.has-moved to_the-tropics-for alittle funsin 
the sun! This:timehe’ll-have.to-coftend withtobsters; crabs.and even beach balls 
while he-huntS along-the sandy shOres and throughssunken: ships-for his*balloon. 
And since*Whizz-is not the world’s greatest swimmer, he’ll.get-help’ from_a surf- 
board,<a motorboat,-and a-submarine when_he needs to:cross-over- water! 


Sometimes Whizz.will find an You-can use this cannon to.blast When Whizz'crosses the. bayin 
importantitem;such.as ablock, Whizz-over-the water,but be-very ~ the littlemotorboat he should-try 
thatis locked behind bars. All careful where youaimit! Whizz his best to steer clear of-thered 
you'll have-to.dois locate anear-~ -would be wiseto.push the giant bobbifg buoys; or else he's sure to. 
by Key.inorder to break those joystick to theleft for-aquick tripdraimhishealthmeter before he 
bars.wide open: to the redrocket. even makesit-to:shore. 


STAGE +2 He.will cer- 
i tainly find this 
Sh. Oe Se By using the submarine handy 
4 sedge ~Semi-submerged for getting beyond 
smokestacks of abig'sandbar but 
a-sunken cruise Whizz:shouldn’t 
ship; Whizz.can try to turn itt 
safely cross this - seems to know 
wide stretch of $ Where to'go.on 
water without its.own! 
getting his feet 
Wet. 


A High Rollin Hore 


In-this final pair of stages; Whizz will-find-himself-hopping across-a giant 
house-of cards-inhabited-by some colorful-jokers, bad-tempéred. bombs; 
and slow-moving-chessmen~ There’s- plenty. of fun and games to-be had, 


SIN 47dNs 


but make sure you. keep-alook-out for.those hard-to-find-Hourglasses= 
you‘re going to need all the-extra'time you can-get! 


SWITCH 


Whizz-has-to stack his 
chips alittle higher if 
he hopes to reach the 
next ledge. You'll add 
chips tohis pile by cor- 

-_rectly guessing 
whether-the next card: 
will.be higher or lower 
than the one shown on 
the wall. 


It will take Whizz any- 
where from one'to.three 

_ tries to win at the slot 

+ machines, so.unless 

you're feeling terribly 
lucky, maké-sure that you 
find all the big. coins you 
Can before youstart 
playing these one-armed 
bandits. 


Whizz.will.reacha cross- 
roads just before. jumping 
onto this:giant.checker= 
board. To get the great= 
est number of bonus 
points, he'll want to 
choose the path to the 
left so that he hops.over 
only the red checkers. 


In. the next stage; Whizz-will need to find a 
variety’of numbers:(two, eight, and five) 
before he'll be able to-open this. vault: 
Inside he'll-find'a bunch of flags, the button 
to launcha.red rocket, andan Hourglass 
that's hidden'behinda movable-block. 
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You're invited to put your life on the line in the most notorious underworld 
tournament in the world. Nintendo presents Toshinden Battle Arena, a one- 
or two-player Game Boy tournament fighting game packed with hidden 
characters, moves and codes. This portable Pak looks great on your Super 
Game Boy, even if the screen text occasionally 

reads like a bad fortune cookie. Forgiving com- 

puter Al anda cast [rot KAYTH 
of junior charac- 
ters makes the 
game ideal for 
beginning players, 
and experienced 
gamers can crank 
up the difficulty on 
the Options menu. 


us Sam 
MoD Vs. CPU 
Story mode provides the inside scoop, describing Whether you're having a tough time against a particular 
why your character is in the ring and what will hap- Opponent or you just want to fight one or two matches, VS. 
pen if he or she goes all the way. Assume the role I CPU mode is for you. Choose your favorite warrior and 
of your favorite S | challenge any of the eight opponents. You cannot select 
fighter and battle | Aaa } | hidden characters in this mode. 
your way to the : ~ = 
top. You must Y= é ica ee , ios 
defeat all of the 2 
Cniesiaskwin E =f vs. HUMAN 
the tournament. - : | : Toshinden has versatile options for two-player fun. You 
| can link up with two Game Boy games or go at it with a 
Super Game Boy and two Super NES controllers. Two- 
player mode does not include a handicap option. 


NINTENDO POWER 


Defeat all the fighters in Story mode to learn 
secret moves and other codes not found in the man- 
ual. These secret moves are devastating against hapless opponents. 
If you need additional assistance for defeating your foes, there's a 
quick description of each 
fighter and his or her best 
attacks on the next page. 


PUSH START 


If you're good enough to finish the game on 
Expert Mode, you'll receive a code that dis- 
plays all 210 text messages in the game. 
Players persistent enough to scroll through 
each one of the messages will find every secret 
code in the game. You can also peruse the text 
and learn every possible ending in Story mode. 


Play with fire and sweat it out in Scorcher 
mode. You can test all the moves you'll learn on 
the next page. To activate Scorcher mode, press 
Select three times on the TAKARA screen, then 
tap Up, Up, Select, A, Down, Down, Select, B 
on the Title screen. If you enter the code cor- 
rectly, the title screen will change color. 


Also known as Storm, Kayin Amoh is a 
Scottish Highlander who learned his sword 
skills from Eiji Shinjo's martial arts mentor. He 
has entered the tourna- 
ment to seek fame and for- 
tune with the hopes that he 
can build a better life for 
his tiny daughter. 


Hell’s Gate 
+y>317>AB 


Eiji Shinjo is one of the heavily favored warriors in the tour- 
nament. A seasoned adventurer, Eiji is an expert swordsman 
and is exceptionally deadly in close combat. He has entered 
the tournament in search of information regarding the where- 
abouts of his lost brother. 


+y>37 AB 


A former Russian secret agent toting a 
wicked whip, Sofia possesses the knowledge 
and skills to bring the toughest tournament 
fighters to their knees. Her blinding speed, 


agility and projectile attacks make her an 
excellent selection for inexperienced players. 


= Thunder Ring 


“4iump” 


RUNGO IRON 


While not particularly bright, Rungo has the 
strength of twelve of his fellow miners. He has 
entered the tournament to protect his secret mine 
and rescue his family. Rungo's strength and tough 
hide make him an ideal choice for beginning 
players and but- 
ton mashers. 


Hyper Batter-Up 
«vx AB 


Ellis is a Hungarian gypsy search- 
ing for her family. Although barely 
an adolescent, Ellis combines her 
dancing and fighting skills to run 


circles around the older contes- 
tants. Recently she heard a rumor 


that her father, a renowned J 
warrior, is in the tournament. {f (| ( 


Duke entered the tournament with the 

sole purpose of finding and defeating his 
rival, Eiji Shinjo. Long ago Eiji fought 
Duke and smashed Duke's sword during 
the exchange. Duke is back and 
obsessed with one goal: to fight Eiji and 
extract his 
vengeance, 
slice by slice. 


Roses Coffin 
¥1>B 


FO FAI 


Fo Fai is a legendary warrior trapped inside an old 
man's body. Age can't slow this mystical master of 
mayhem, and his ninety years of experience make him 
a deadly force in the ring. The secret moves listed 
below can be linked together to 
form a long, lethal combo. 


Ten Fo “while hitting” 
> +x¥AB 


Mondo is a weapons master and the 
proud custodian of the legendary 
Seiryu Spear. Use Mondo's 
spear attacks to keep your oppo- 
. nents at bay. If 
BY you can corner 
your foes on 
either side of the ring, use 
a quick series of thrusts 
to knock them over 


the edge for a Ring 


ARCADE’S GREATEST HITS 45 


Pas 


Company... 
Release Date. 
Memory Size. 


Midway Home Entertainment 
November 1996 
4 Megabits 


A new name on some classic games. 


Midway Home Entertain- 
ment, formerly Williams 
Entertainment, has col- 
lected some of the all- 
time favorite arcade 
games and slapped them 
into a Super NES game 
that promises to become 
a classic itself. The five 
games in Arcade’s Greatest Hits are: Defender, Defender II, 
Joust, Robotron, and Sinistar. The games look, sound and play 
like the originals, but the development team at Digital Eclipse 
added some non-arcade options. On each of the games, you 
can set your bonus point levels, number of lives, and. difficul- 
ty level. With action like this, who cares about video realistic 
graphics. Check out the review in this issue of Power. 


+) Great game play. Great value. (SMRP $40) 


Doesn't save top scores. 


Ree 
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PASS 


WORD 


PASS- 
WORD 


NOVEMBER 1996 
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BATTLE ARENA: TOSHINDEN 


Company... 
Release Date 
Memory Size 


A fighting classic goes on the road and home 
to Super Game Boy. 


The original Toshinden featured 3-D graphics and lots of but- 
ton-mashing. The Super Game Boy version may not have a 
ton of polygons, but it does have the hard-hitting action. 
Players have a choice of 
eight fighters, each with 
special moves. In the 
tournament mode, you 
play through all eight 
fighters, then you chal- 
lenge the bosses. Like the 
original game, this 
Toshinden doesn’t require 
the strategy of a KI or MK. What it requires is quickness and 
stamina. Finger exercises and all the moves are covered in 
this month’s review. 


+) Fun two-player game. Good Super Game Boy enhancements. 


@ Not much challenge in tournament mode. Laughable screen text. 
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DONKEY KONG: COUNTRY 3: DIXIE 4 
KONG’S DOUBLE TROUBLE 


v he 
a = Company............-Nintendo 
Release Date.......November 1996 


Memory Size.......32 Megabits 


The Donkey Kong dynasty continues. 

What can we say? DKC 3 looks and plays better than 32-bit 
games, with one hundred times the memory. In the third install- 
ment of our on-going simian saga, Dixie is joined by young 
iddie Kong for mayhem 
and Kremling krunching. 
Dixie’s cool abilities, 


such as her patented 
ponytail spin, make her 
the most versatile Kong 
ever. Kiddie adds a pow- 
erful throwing arm and a 
big bottom, which is use- 
ful for smashing through 


things. Players can take on the game in three modes: one-play- 
er, two-player cooperative, or two-player competitive. This 
month, Nintendo Power begins strategic coverage of the biggest 
Super NES game ever. 


Stunning graphics. More variety than the first two DKC games. 
48 regular stages, seven secret stages and dozens of bonus areas. 
Three game save files. 


—) No Donkey or Diddy. 


- a Company .........004 Nintendo 
; Rerelease Date ...November 1996 
~ = Memory Size....... 2 Megabits 


What sort of pinball is pink and full of hot air? 
Kirby’s Pinball, of course. 


irby hasn’t always been a 
lowhard. Sometimes the pink 
hero finds himself in other 
types of games. Kirby’s Pinball 
Land, which first appeared in 
November of 1993, is reap- 
pearing this month as part of 
intendo’s Player’s Choice 
series, is one of the most interesting Kirby variations. The three 
boards include creative pinball tasks, such as spelling out 
words to gain bonuses or hitting selected sets of bumpers. 
Familiar Kirby characters are here, as well. For the MSRP of 
$19.95, you can’t beat the fun. 


+) Lots of action and variety. Battery. 


—) No Super Game Boy enhancements. 


MAGIC BOY 


JVC 
Release Date lovember 1996 
Memory Size.......4 Megabits 


Magic comes in small gota ae 
Several years ago, JVC 
submitted Magic Boy for 
bug-testing at Nintendo. 
It passed with flying col- 
ors, as all games must 
before they are released, 
but the game 
appeared in stores. JVC is 
finally bringing out this 
little platform game in 
time for the holidays. Magic Boy puts you in charge of an 
apprentice wizard with the ability to capture critters. Each stage 
has a number of critters, traps and switch blocks. There’s an 
action puzzle feel to the game that younger players may find 
more interesting and accessible than older gamers who want 
more of a challenge. 


never 


+) Nice graphics. Good play for a younger audience. 


—) Not much challenge. 


MAUI MALLARD 
IN COLD SHADOW 


Company.............Nintendo 


Release Date -November 1996 
Memory Size.......24 Megabits 


Disney and Nintendo present fowl play in the 
south seas. 


Donald Duck takes on a 
new role as Maui 
Mallard, a web-foote 
gumshoe hot on the trai 
of a missing mojo idol. 
With his Hawaiian print 
shirt and bug gun 
loaded, Maui sets of 
through haunted man- 


sions, a volcano and a 
sunken ship, to save the island from certain disaster. The game 
includes seven stages of platform action, much of it quite chal- 
lenging. Your main goal is to collect a certain percentage of 
luau loot so that you can reach the bonus area and earn a pass- 
word. In addition to his guise as an island P.l., Maui also takes 
on the role of a ninja. As a ninja, he brandishes a ninja staff, 
which he uses to bean baddies and climb up cliffs. Check out 
all of Maui’s moves in this month’s Power review. 


+) Great graphics. Lots of challenge. 


@ Passwords available only if you pass the bonus stage. 


SUPER STAR WARS * 


Company. Nintendo 
Rerelease Date ...November 1996 
Memory Size....... 8 Megabites 


Return to a galaxy, far, far away. 


The original Super NES Star Wars adventure, which was 
released in Nov. 1992, features platform and shooting action, 
terrific graphics and sound and a world that everyone knows 
and loves. Nintendo is 
bringing back this title as 
part of its Player’s Choice 
series this fall, which 
means that you can pick 
up the game for a sug- 
gested manufacturer’s 
retail price of $34.95. 
That’s not too bad for a 


game that takes you from 

driving a speeder in the desert of Tatooine all the way to flying 
an X-Wing down the trench of the Death Star. In between, a 
young Luke Skywalker, a daring Han Solo and a_ hairy 
Chewbacca attack a Jawa droid crawler, run amok in the canti- 
na in Mos Eisley, battle to reach the Millenium Falcon and 
begin the rebel attack on the Death Star. It’s great fun, but it’s a 
very challenging play, as well. 


+) Excellent graphics, variety of play, sound. 


i) No passwords. (See the October Classified Information for a stage 


select code.) 


SIMCITY 2000 


" a 
= = Company 
Release Date 
p % Memory Size... 
Y 


Build a 21st Century metropolis. 


-~Black Pearl 
jovember 1996 
.16 Megabits 


The sprawling sequel to SimCity from Maxis now comes to the 
Super NES thanks to Black Pearl. SimCity fans will find more of 
everything, including giant arcologies, subway systems, mon- 
strous invaders and 3-D terrain. As mayor of a potential metrop- 


& oe 


TPLAYER = MULTI-PLAYER 
MODE ALTERNATING 


ICON 
KEY 


SIMULTANEOUS 


WORD 


olis, you'll have to bal- 
ance your budget, take 
care of problems such as 
pollution and crime, plus 
encourage new citizens 
to move to your growing 
city. You'll build indus- 
try, commercial districts 
and neighborhoods, and 
all the supporting infra- 
structure that you would 
find in a real city, includ- 
ing hospitals, schools, 
and roads. SimCity has 
never been about graph- 
ics or fast action, so the 
limited zoom feature and 
awkward controls 
shouldn’t make much of 
a difference. If you love 
making things work or grow, this game is for you. This month’s 
Epic Center will get you started on the road to urban success. 


+) A complex and realistic simulation. Lots of stuff to build. 


No Super NES Mouse option. No free terrain editing. Poor English 
translation. 


* WAVE RACE 64 - 


=| Company ...Nintendo 
» Release Date.......November 1996 
Memory Size....... 64 Megabits 


The raves are just beginning to roll in for Wave 
Race for the Nintendo 64. 


Wave Race 64 may be the best racing video game to date. 
That’s saying a lot if you consider how many car racing games 
there have been. It’s saying even more if you consider how dif- 
ficult it is to create realistic water and waves in a video game. 
Wave Race does all that, 
combining great racing 
(and — stunts) 
amazing sense of being 
on the water. One or two 
players can challenge 
each other or more than 
20 stages in the racing 
modes and use one of 


with an 


-BACKED GAME SUPERGAMEBOY 
MEMORY LINK ENHANCED 


SUPER 
FX CHIP 
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four Kawasaki JET SKI 
watercrafts and riders, but 
that’s just the beginning. 
You can race the clock in 
the Time Trial mode or 
hotdog in the Stunt mode. 
No matter what mode 
you play, the graphics 
will knock you out and 
the super fast action will 
keep you sweating. Wave Race 64 also supports the use of 
Controller Paks. Players can save their best times and custom 
settings and take it on the road to a friend’s N64. Only the 
Nintendo 64 can bring you this sort of realism and only 
Nintendo Power has all the strategies to win you a champi- 
onship. This month’s review will be followed by a strategy spe- 
cial in December. It’s going to make a huge splash. 


i) Stunning graphics. Staggeringly realistic feel and control. 


—) The voice-over gets monotonous quickly. 


@ arcave’s GREATEST HITS 15 

@ BATTLE ARENA: TOSHINDEN = 4.0_:3.7 
@ DONKEY KONG COUNTRY 3 45 42 
@ kirBy’s PINBALL LAND 3.4 3.8 
@ macic Boy 3.4 3.0 
@ Mau! MALLARD 48 3.8 
@ simcity 2000 3.1 2.5 
(*) SUPER STAR WARS 44 3.7 
(@ WAVE RACE 64 KAWASAKIJETSKI 3.8 4.2 
@ WHIZZ 3.3 3.3 


If you like the same types of games as our 
pro players, then check for his or her Seal el approval on the chart. 


\ction, Sports 


RPGs, Puzzles, Adventures 
x Paul 
Fighting, Sports, Simulations 


ow Terr 


Action, Adventures, Puzzles 


y.. ‘ 
RPGs, Simulations, Sports 


Company....... 
Release Date 
Memory Size 


Time is running out for this rabbit. 


Whizz combines fast action, puzzles and enemies in a three- 
quarter view romp that will challenge everyone. Once again, 
Titus has come up with an interesting but obscure game. Check 
out this month’s review 


for more details. 


Lote of action and 
challenge. 


—) Play control is awk- 
ward. 


3.3 205 K-A 
3.3 3.3 


ARCADE 
FIGHTING 


4.2.3.5 OkkKY 
3.6 38 x i 
3.2 29 

4.0 3.5 

3.9 3.9 

4.0 4.3 

3.9 3.8 

3.8 3.5 


reflect appropria 
gories include: E |, K- 
Adults, T=Teen (13+), \ ire (17+), A=Adult 
(18+), NR=No Rating. To contact the IDSA regarding 
the rating system, call 1-800-771-3772. 
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he best action on the ice this year comes from 
Midway Home Entertainment and Wayne 
Gretzky's 3D Hockey, officially known as The 
NHLPA & NHL Present Wayne Gretzky's 3D yf your line, the ability to switch 
Hockey. The first tions that include tripping and ste 

hockey game for ing and shooting. The animati 
the N64 sets a_i i 
new standard 
"for reality in 
video hockey — 
games and a 
new record in 
name _ length. 
development team 
a fun, arcade style 
. When they suc- 


ol is sharp and the graphics are g 


ockey fan or 
fast, multi- 


started with the premise of 1 
game with flaming nets, fighting and 


furious action. The game contains the NHL and 
NHLPA license (as the name suggests) and the play- 
ers even have recognizable jerseys and faces. Wayne 
Gretzky's 3D Hockey is a true 3-D sports game made \ Fiktabarak 

. . a i 1 Boston 
specifically for the N64. What that means is that yor : zs fenyest 


% we 3 Buffalo 
x . 4 Ottawa 


Phoenix 
Nallas 


NORTHEAST 


SELECT 
vouR TEAM 


ir ing Ken Griffey Jr. for the Nintendo 64 is 
ull swing at Angel Studios in San Diego. 
ese wireframe models of the stadiums in the 
ite how detailed you can make a game envi- 
ith the N64. The game action will literally take 
le models of a real Major League stadiums. When 
e the players down on the field, they're really there, and 
e ball really flies out of the park when someone hits a home 
run. Ron Suvurkrup, one of the stadium 

% designers at Angel, has been working for 
* ~ the last year and half on these models. 

The process began with a photo library 

_ from Major League Baseball showing 

\ every stadium from multiple views and 
»\ angles. Ron and the other members of 
%\ the design team chose the best three- 
quarter view, then began extrapo- 
lating distances and sizes from 
known measurements such 


between home plate and first base. (Yes, trigonometry really 
does pay off in the real world.) Once they knew the dimen- 
sions, the team members could make 3-D objects that would 
become different structures of the stadium such as fences, 
posts and roofs. Using Angel's proprietary 3-D program known 
as NODE2, Ron and his colleagues have recently spent much 
of their time optimizing the geometry of the game. What that 
means is that they are creating instructions so that the N64 will 
draw only what you will see at any given moment. That effi- 
ciency is necessary in order to keep the 30 frame per second 
speed humming along, and that frame rate is what will make 
the player animation so realistic. Other realistic elements of 
the game will include three modes of lighting including night 
lights that actually shine down from the banks )f 
lights. All 30 Major League ballparks wW 


’s Ron Suvurkrup and the stadium 
team at Angel Studios. 


VOLUME 90 ©) 


he N64 developers at Midway Home 
Entertainment have been losing sleep these- 
last few months, trying to finish their extensive 
lineup of N64 titles. One of the most anticipat- 
ed games is NBA Hangtime, based on the recent arcade hit of 
the same name. In September, your Pak Watch editors got a 
chance to look at the then still rough Hangtime. (By the time 
you read this, the game will be much closer to completion and 
we expect to see it released in December.) The game we 
played included just four special playable characters and a few 


special moves, but even so, the graphics were excellent. For 
instance, the reflections of players moving on the court were 


ee 


t's really amazing what you can pack into 4 

Megabits. In the case of Black Pearl's Madden 

97, TierTex packed in all the essentials of the EA 

Sports original with the exception of NFL licenses. 

Madden fans will find the same basic game plan that they love 
on the Super NES—easy navigation of menus, realistic offensive 
and defensive schemes, good play control and plenty of play 
options including exhibition, season, play-offs and sudden 
death. Throughout the game, you can check on stats, substitute 
players, and even preset two audibles that can be called at the 
line. What Madden-meisters won't find is a two-player option, 
so this game really isn't an alternative to the Super NES version. 
This is a_ road 
game, designed for 
the small screen 
and poorly lit wait- 
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Exhibition 
San Diageo © 


Variable 


} 
virtually perfect. In fact, the game looked better on our office 
television than on an arcade monitor. Such is the power of the 
N64. Games don't have to include vast 3-D worlds to make use 
of the N64's incredi- 
ble graphics. It's 
becoming very clear 
that it will be an 
awesome platform 
for arcade transla- 
tions as well as orig- 
inal action and 
adventure games. 


ing rooms. It looks good, in spite of the small characters, on the 
Game Boy screen and it actually sounds better on the Game 
Boy than in Super Game Boy enhanced mode. Black Pearl 
should release it’s brand of Madden madness sometime this 
month. For fans, it’s the Madden that you can take to the game. 


w SOURCE Extra 


Publisher — Black Pearl~ 
Developer - — TerTex 
“Memory Size — 4 Megabrts _ 
Licenses — John Madden a NFL 

a or NFLPA) | 


Memes EE 


f this is fall, it must mean that EA Sports is 
about to release the next NBA Live edition for 
the Super NES. In fact, that's exactly what is 
about to happen. EA Sports continues to update 
its signature series of sports titles with NBA Live ‘97. NUFX did 
the development on this 16 megabit title, adding a new front 
end, updated stats and some fun features like the 2-on-2 and 
3-on-3 half court modes. As on last year's NBA Live ‘96, play- 
ers can trade and edit players or use real NBA stars. You can 
even create all new players. The Live ‘90s series remains one 
of the best basketball simulations around. It provides all the 
modes and options you could want in an easy-to-learn interface. 
Although the animation seems a bit stiff, the action is quick and 
you have excellent control of the players and plays. The game is 
at least as good as previous editions, and with the addition of 


peaking of fast, furious action, Taz—Warner 
Bros.’ Tasmanian devil of cartoon fame— 
whirls back into our lives via Black Pearl and 
Game Boy. Taz-Mania 2 is a straight platform 
game from Beam Software, which is fitting since Beam is 
located in Australia. You'd figure that they'd know a thing or 
two about marsupials, In the case of Taz, they knew that our 
wild hero has an insatiable a petite and that he's being chased 


the half court games, it’s even more varied. The half court 
action has more of an 
arcade feel, like NBA 
Jam or NBA Hangtime. 
If you're looking for a 
hoops game that's more 
realistic than the flam- 
ing arcade variety, this is 
the one. 

gee 

Nie SHI 48 


gas like a refinery. Younger fans, particularly, will get into this 
game when it is released in November or December. 


e SOURCE Extra & 


Publisher — Black Pearl | 
Developer — Beam Software 
Memory Size — 1 Megabit 
Players — 2 players alternating 


N64 TAKES OFF 


The Nintendo 64 officially launched in North America on 
September 29th and sold out in three days. Demand for the 
system was so great in many locations that stores sold their 
entire stock within minutes of placing the N64 on sale. 
One store reported selling 98 units in half an hour. Talk 
about busy. Nintendo shipped 350,000 units from its huge 
North Bend, 
Washington ware- 
house and other 
distribution points 
i) September 
25th to meet the 
September 29th 
release. One ship- 
ment was aboard 
the maiden flight 
* of UPS's newest 
cargo jet, a Boeing 757. As you can see in the photo, a spe- 
cial guest helped load the plane and, later, was politely 


escorted off the flight deck when he suggested that it was 


impossible to take off without first donning a Wing Cap. 


MORE N64 NEWS 


Here’s the latest on new N64 titles. Virgin Interactive plans 
an N64 version of Command & Conquer and GT 
Interactive plans to convert Quake and Hexen. Ubi Soft 
has an action adventure game currently entitled HED, but 
that name is likely to change. Crazy Cars from Titus has 
also been announced as a likely N64 title for 1997. 
Interplay is planning to make a golf game and a baseball 
game. Finally, Namco is working on an N64 sequel to the 
Tales of Phantasia RPG along with a baseball game. 


JEOPARDY! 
RETURNS 


The popular television game show is back from GameTek 
in two new versions for Game Boy. The Jeopardy! Teen 
Tournament version has categories and questions intended 
for teenagers while the Jeopardy! Platinum Edition, appar- 
ently, is being targeted at the platypus—an egg-laying 
monotreme from Australia... Sorry, all the facts in this 

; 5 S100 game start haunting you 
after a few sessions. If you 
fancy yourself an egghead, 
though, you have sixty sec- 
onds to spell out the right 
questions and win big 
video cash. Two cerebel- 
lums can clash simultane- 
ously to make it a real con- 
test, as well. As for the difficulty of the Teen and Platypus 
editions (sorry, Platinum) both are pretty challenging. Hey, 
if you don't have fun with it, at least you'll learn something. 


END 
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GEARHEADS 


Philips Media, a new Super NES publisher, transformed its 
oddball toy-fight game, Gearheads, into a Super NES game 


_ the likes of which you've - 


never seen. A lot of cre- © 
ativity went into the | 
design of Gearheads. The 
idea is that you are hav- 
ing a battle of toys. You 
have certain types of toys 
in your toy box and your 
opponent has his or her 
(or its, if you're playing 
the computer) own toy 
box. Then comes the fun 
part. You launch your 
toys across a battlefield 
while your opponent 
launches a counterattack. 
If any of your toys make it 
across the far line, you — 

score a point. The trick is to block the other player’s toys 
with just the right toy from your box. It’s weird and it’s not 
very intuitive, but Gearheads has a certain manic charm. 
Once you learn what each toy does best, you'll have some 
incredible battles. 


STREET FIGHTER 


RETURNS 


The Street Fighter license is enjoying a rebirth this fall. 
Street Fighter Alpha 2 from Nintendo is just the beginning. 
Fans of the world warriors will have to set aside 


half an hour at 11:00 AM on Saturdays so that 
they can tune into the USA Network's Street 7 
Fighter: The Animated Series. The first season — 


introduced the Street Fighter team with 
Colonel Guile, Ken, Ryu, Chun Li, Honda, 
Balrog and Cammy, as well as the evil 


Shadowloo empire headed by the 
sadistic M. Bison and his hit men: 


Sagat, Vega, Zangief, and Akuma. 
The second season for the show will <_ 
include 13 new episodes and introduce 
characters from the Street Fighter 
Alpha 2 game. We've also heard that 
one episode will focus on Final 
Fight. The producers of the show 
promise that this year's episodes 
will be darker, fiercer and clos- 
er to the spirit of the games 
featuring signature moves and 
super moves from Street 
Fighter 2 and Street Fighter 
Alpha 2, 


STREET RACER 


Ubi Soft returns to the well for this Game Boy racer, repris- 
ing its Super NES game from 1994. Street Racer steers clear 
of the traditional racing genre by putting nutty characters 
in the driver’s seat and giving the game a combat element. 
As you whip around the tracks in head-to-head competi- 
tion or tournament mode, 


Ambitious racers can also **>~- 
try out the Rumble and 
Soccer modes, but the 
truth is that these modes 
are difficult to play and 
convey almost no sense of == 
motion. If you want fun rather than frustration, stick to the 
racing. Street Racer should be out by November. 


CASPER 


The friendliest ghost in Hollywood will begin his happy 
haunting of American televisions this fall when Natsume's 
Casper for the Super NES is released. If this seems a little 
behind the times, it is. Casper was developed by Absolute 
over a year ago, but it was never released. The game fol- 
lows Casper and his friend as they work their way through 
a haunted mansion, collecting items, defeating spooks and 
avoiding all sorts of supernatural phenomena. The fun part 
is that Casper can transform himself into the different 
objects that he collects. 
He can become a pillow, a = 
key, a bug net, a jug, or 
any of a dozen other 
items. As an item, Casper 
can open doors, save his 
companion, or defeat 
unfriendly ghosts. If you 
played a Boy and His Blob 4 
for the NES (also an Absolute game) you'll have a sense of 
\ what the play is like. Good graphics and a big map will 


you .can_ punch and TURBO: 5 j 
crunch your opponents. LABT=LAP_ 
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translate into a good time for Casper fans this December 
\ when the game materializes in a store near you. 


FIFA 64 


_ By the time you read this article, the development 
| team of FIFA 64 at Electronic Arts Canada will have 
_ completed the Japanese version of the game and will 


North American version. This screen shot is from the 
Japanese game, which | 
differs mainly in the <: 
language, so the graph- 
ics will be what we get 
here. With quality like _ 
this, it's pretty clear that 
N64 sports games are going 
to be a major attraction. 


BLAST CORPS 

CRUIS'N USA 

FIFA SOCCER 64 

KILLER INSTINCT GOLD ; 
MLB FEATURING KEN GRIFFEY JR. 
MORTAL KOMBAT TRILOGY 

NBA HANGTIME 

STAR FOX 64 

STAR WARS: SHADOWS OF THE EMPIRE 
SUPER MARIO KART R 
TETRISPHERE 

TUROK: DINOSAUR HUNTER 

WAVE RACE 64 

WAYNE GRETZKY’S 3D HOCKEY 


CASPER 

COLLEGE FOOTBALL USA ‘97 
DONKEY KONG COUNTRY 3 
GEARHEADS 

INCANTATION 

MADDEN NFL ‘97 

NBA HANGTIME 

NHL ‘97 

ULTIMATE MORTAL KOMBAT 3 


BATTLE ARENA: TOSHINDEN 
FIFA SOCCER ‘97 

JEOPARDY! PLATINUM EDITION 
JEOPARDY! TEEN TOURNAMENT 
MADDEN ‘97 

MOLE MANIA 

SPEED RACER 

TAZ-MANIA 2 
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‘22ND 
PRIZE 


Official NBA 


Game Balls 
Full Grain Leather 


And NBA Hangtime 


Game Paks for Super NES and N64! 


' 3RD 
PRIZE 


Nintendo Power 
T-shirts 
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No purchase necessary. To enter, either 
fill out the Player's Poll response card or 
print your name, address, telephone num- 
ber, Vol. 90, and the answer to the trivia 
question on a plain 3 1/2” x 5” card. Mail 
your entry to this address: 


One entry per person, please. All entries 
must be postmarked no later than 
December 1, 1996. We are not responsible 
for lost or misdirected mail. On or about 
December 15, 1996, winners will be ran- 
domly drawn from among all eligible 
entries. By accepting their prizes, win- 
ners consent to the use of their names, 
photographs, or other likenesses for the 
purpose of advertisements or promotions 
on behalf of “Nintendo Power” magazine 
and Nintendo of America Inc. (NOA) with- 
out further compensation. Prizes are lim- 
ited to one per household. Chances of 
winning are determined by the total num- 
ber of entries received. The ratio of prizes 
to entry cards distributed is 56:1,000,000. 
No substitution of prizes is permitted. All 
prizes will be awarded. To receive a list of 
winners, send your request to the address 
above after December 31, 1996. 
GRAND PRIZE: The Grand Prize Winner 
will receive an NBA Hangtime arcade 
game and NBA Hangtime Game Paks for 
both the Super NES and the N64. 
Estimated total value of all prizes is 
$5,000. Some restrictions apply. Valid only 
in the U.S. and Canada. Void where prohib- 
ited by law. Not open to employees of 
NOA, its affiliates, agencies or their 
immediate families. This contest is sub- 
ject to all federal, state and local laws 
and regulations. 


©1996 Midway Home Entertainment Inc. 
All Rights Reserved. Coin-operated video 
game ©1996 Midway Games Inc. All 
Rights Reserved. Midway is a trademark 
of Midway Games Inc. Used under 
license. The NBA and individual NBA 
team identifications used on or in this 
product are trademarks, copyrighted 
designs and other forms of intellectual 


_property of NBA Properties, Inc. and the 


respective teams and may not be used, in 
whole or in part, without prior written 
consent of NBA Properties, Inc. ©1996 
NBA Properties, Inc. All Rights Reserved. 
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Are Killer Instinct Gold and the N64 the ultimate combo? 
Don’t trust your instincts—get the exclusive tips on combos, 
combo breakers and other fighting strategies straight from 


KI’s designers. 
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SHADOWS OF THE'EMPIRE 


Are you prepared for the dan- 
ger and intrigue lurking in 
Shadows of the Empire for the 
N64? The Rebel reconnaissance 
reports in next month’s issue 
are your blueprints for survival. 


Get ready for the Great 
One! Next month we'll hit 
the ice with Wayne 
Gretzky’s 3D Hockey, the 
premiere sports game for 
the N64. 


Dragon View 
EarthBound 
Earthivorm Jim 


NINTENDO POWER 


Looking for nothing but net 
this holiday season? Check out 
our review of the arcade hoops 
hit, NBA Hangtime for the 
Super NES. It’s on fire! 


DKC 3 Part 2 


It’s a double dose of simian 
strategies! We'll continue 
our in-depth review of 
Donkey Kong Country 3: 
Dixie Kong’s Double 
Trouble next month. 


nd Super Mario Land 


Aladdin 
Ali 
Animaniac 


sch: Crystal Dreams. 


sof the Empire 


Yoshi's Island 


IIL: Final Edition. 


K ISSUE 


These Nintendo Power issues are available individually. Add 
them to your collection! They contain these exciting features: 


Volume 71 (Apr. ‘95): StarGate, Spider-Man: The Animated 
Series, Addams Family Values, The Lion King, Sports Scene, 
Mario’ Picross, NBA Jam Tournament Edition Code Special, 
Latest News on the N64, Secret of Evermore. 


Volume 72 (May ‘95): Kirby's Dream Land 2, True Lies, Justice 
League Task Force, The Flintstones, Warlock, Porky Pig's 
Haunted Holiday, Fatal Fury Special, PGA European Tour 
(GB), Mortal Kombat IIT Sneak Preview, X-Band Modem. 
Nintendo Power On-line. 


Volume 73 (June ‘95): WeaponLord, EarthBound, Star Trek: 
Deep Space Nine, Dirt Trax FX, Super Turrican 2, Prehistorik 
Man, Jungle Strike, Rise of the Phoenix, Super NES Killer 
Instinct Sneak Preview, Virtual Boy, Life Fimess, N6d revealed. 
Volume 74 (July ‘95): Donkey Kong Land, Judge Dredd, 
Nosferatu, Jungle Strike, Animaniacs (GB), Power Instinct, 
S.W.A.T. Kats, Power Rangers-The Movie, World Heroes 2 
E3 Report, ACM Programming, Sports Scene, RPGs in Japi 


Volume 75 (Aug. 95): Virtual Boy Special, Mario’s Tennis, 
Galactic Pinball, Teleroboxer, Mario Clash, Super Mario World 
2: Yoshi's Island, Street Fighter I (GB), Phantom 2040, Ninja 
Gaiden Trilogy, Judge Dredd, Arcade Classics, Earthworm Jim 
(GB), Chrono Tr Secret of the Stars, DigipenGame * 
Programming College, ; 


Volume 76 (Sept. ‘95): Killer Instinct, Doom, Red Alarm, VB 
Golf, Castlevania: Dracula X, The Mask, Dragon: The Bruce 
Lee Story, Galaga/Galaxian, Donkey Kong Land 2, The 
Syndicate, Chrono Trigger, Romance of the Three Kingdoms 
IV, H. Lincoln & M. Arakawa profile. 


Volume 77 (Oct. ‘95): Super Mario World 2: Yoshi’ Island, 
Batman Forever, Primal k ge, AAAHH!"! Real Monsters, Mega 
Man 7, Vertical Force, Panic Bomber, Aladdin (GB), ; 
Civilization, Secret of Evermore, Super Mario RPG preview, 
Sports Scene. 


Volume 78 (Nov. ‘95): Mortal Kombat 3, Spiderman and 
Venom: Separation Anxiety, Big Sky Trooper, Boogerman, 
Zoop, Waterworld (VB), Virtual League Baseball, Killer 
Instinct (GB), Super Return of the Jedi, Defender /Joust, 
Wizard’s Realm, Secret of Evermoie, NES Anniversary 
Celebration, Sports Scene. 


Volume 79 (Dec. ‘95): Donkey Kong Country 2: Diddy’s Kong, 
Quest, Wario Land (VB), Waterwor ld, Sports Scene, WWF 
WrestleMania: The Arcade Game, Vegas Stakes (GB), Mortal 
Kombat 3 (GB), Mechwarrior 3050, Urban Strike, Shoshinkai 
Preview, Secret of Evermore, P-T.O. I. 


Volume 80 (Jan. ‘96): Earthworm Jim 2, Shoshinkai Trade 
Show Special, Revolution X, Doomtroopers: Mutant 
Chronicles, Breath of Fire II, Secret of Evermore, Scooby Doo, 
PGA Tour Final Fight 3, Jack Bros. (VB), Tetris Blast, The 
Getaway, Frank Thomas Big Hurt Baseball (GB). 


Volume 81 (Feb. ‘96): Killer Instinct 2: Exclusive Arcade 
Coverage, Mega Man X3, Mech Warrior 3050, Toy Story, 
Syndic ster’s Funky Bowling, Donkey Kong Country 2 
Prehistorik Man, Ardy Lightfoot, Sink or Swim, Sports Scene, 
Breath of Fire I, Dragon Quest VI 

Yolume 82 (Mar. ‘96): Supe Mario RPG, Colle 
Tetris (VB), Frantic Flea, Cutthroat Island, Sup ’ 
NHL 96 (GB) The Smurfs (GB), Digipen Feature, Ken Griffey 
On-line, Yoshi’ Island, Tales of Phantasia, Nintendo Power 
Awards Nominees. 

Volume 83 (Apr. ‘96): Shadows of the Empire, Power Pigs, KI2 
Arcade Special, Smurfs, Kirby's Block Ball Earthworm fim > 
Codes, Super Mario RPG, Tactics Ogre, Pocahontas, Co 
Slam, The Legend of Zelda-A Link to the Past. 


Volume 84 (May ‘96): Ken Griffey Jr's Winning Run, Mohawk 
& Headphone Jack part one, Lobo; Olympic Summer Games 
(GB), Super Mario AlF-Stars, The Making of Mission: 
linpossible, NP Award Winners, Blood of the Chozo, College 

Slam Codes, Cyberjocks, Super Mario RPG, Lufia IE Rise of the 
Sinistrals part one, 

Volume 85 (Jun. ‘96): 31-Page N64 exclusive game preview, 
Olympic Summer Games, Ken Griffey Jr's Winning Run trad- 
ing strategies, Mohawk & Headphone fack part two, Toy Story 
(GB) Dragonheart, Sword of Hope II, Lufia IL: Rise of the 
Sinistrals part two. 


Volume 86 (Jul. ‘96): £3 Report, PilotWings 64, Mortal Kombat 
Trilogy, BASS Masters Classic Pro Edition, Super Mario RPG 
Challenge, Beat the Boss part one, Iron Man/X-O Manowar In 
Heavy Metal, Brainies, Kirby Super Star, Tetris Attack, Water 
World, Dragon Hopper, Eye of the Beholder, Star Ocean, 
Sword of Hope II part two. 


Volume 87 (Aug. ‘96): Tetris Attack, Oscar, Kirby Super Star 
part one, Mario 64, FIFA Soccer ‘07, Urban Strike, Wayne 
sretzky’s 3-D Hockey, Beat the Boss part two, Game Boy Pocket, 
Power Rangers ZEO: Battle Racers, Zero Racers, Donkey Kong 
Land 2, Marvel Super Heroes: War of the Gems, Mole Mania, 
Fire Emblem, NES Epics. 


Volume 88 (Sept. ‘96): Super Mario 64, Pilot Wings 64, Realm, 
Kirby Super Star, part two, Donkey Kong I and 2: Diddy's Kong 
Quest, Pinocchio, N64 Launch, Cruis'n USA Update, Turok: 
Dinosaur Hunter, Donkey Kong Country 3: Dixie Kong’s 
Double Trouble, Prince of Persia 2, Maui Mallard, SimCity, War 
3010: The Revolution. 


Volume 89 (Oct. ‘96): Ultimate Mortal Kombat 3, Shadows of 
the Empire comic, Donkey Kong Country 3: Dixie Kong's 
Double Trouble, Street Fighter Alpha, Ms. Pac Man, Hyrulean 
Adventure, Super Mario RPG, Interview with Shigeru 
Miyamoto, Tetris Attack (GB), Battlezone/Super Breakout 


ne 


Use the Back Issue/Tip Book Order Form in this issue to 
order past Nintendo Power issues and books, or call our 
Consumer Service department at 1-800-255-3700 to order by 
phone with Visa or MasterCard. 
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Our goallis' to preserve classic video game! magazines so that 
they are not) lost permanently: 


People interested in helping out inany capacity; 
please visit us at fetromags.com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


If you| come) across anyone selling) releases from 
this site) please|do not/support them and do let us know: 


Thank you! 


